
 

  



 

 

 
In 1986, author Hitoshi Yasuda was 

approached by the editors of Comptiq magazine to 
write a series of articles about the origins of RPG 
games and specifically “D&D,” to coincide with the 
one-year anniversary of the Japanese release of 
“Dungeons & Dragons.”  

 
Yasuda settled on the “Replay” format, 

thinking it the most illustrative of actual game play, 
and contacted Ryo Mizuno, a fellow member of 
gaming Group SNE to serve as Dungeon Master. 
Mizuno agreed and created an original campaign for 
Yasuda and five other players from Group SNE to 
serve as a showcase for the game.  

 
The setting was an accursed island full of 

monsters, magic and adventure. The island was called 
“Lodoss” and thus was born “Record of Lodoss War.” 

 
This book is an English translation of those 

original Record of Lodoss War replays as they 
appeared in Comptiq Magazine from September 1986 
to April 1987. The serialization has never been 
available in English before, and in fact, after the initial 
magazine run in Japan, it was never reprinted due to 
copyright issues. So what you have in your hands is a 
very rare thing indeed.  



 

 

 
The popularity of “Record of Lodoss War” led 

to two additional serializations in Comptiq (Part II 
from June of 1987 to July of 1988 and Part III from 
September 1987 to September 1988), a series of 
compilations and books by Mizuno, Yasuda and Group 
SNE, two RPG systems (“Record of Lodoss War RPG” 
and Sword World RPG), as well as several manga and 
anime series. Its impact on the Japanese fantasy 
genre has been transformative.  

 
Yet its success almost led to the loss of these 

original documents which are of keen interest to 
gamers and anime fans. The copies in the National 
Diet and other libraries were pillaged over the years 
by obsessed fans and outright thieves, while legal 
issues prevented any chance of reprints.  

 
In May 2021, I managed to track down a 

source in Japan who provided me with the original 
articles and I began the process of translating them. I 
chose to present the translation in Bunko size rather 
than the original A4 magazine ratio for two reasons. 
First, this is easier to read on an “e-reader” and 
second, emulating the original layout would have 
meant generating image files instead of searchable 
pdfs.  

 



 

 

 
I found the translation process quite 

nostalgic. The Lodoss campaign was played using the 
D&D Basic and Expert Rules released in the US in 1983 
and in Japan in 1985. It took me right back to being a 
first level Halfling afraid of every pit trap and Orc 
raiding party. I can still taste the New Coke and 
Domino’s Pizza. Ah, the eighties… 

 
But what I really enjoyed was discovering the 

little cultural nuances in how the Japanese interpret 
the core concepts we take for granted. For example, 
western players tend to place greater emphasis on a 
character’s alignment as first and foremost being 
Good or Evil (with Chaotic or Lawful being modifiers 
of the core state) while the Japanese players herein 
treat Chaos and Order as the core states and Good 
and Evil, merely expressions used to describe those 
states (Lawful is Good, Chaos is Evil). I do not think 
this is a matter of translation. I think it points to a 
fundamental world view that D&D is uniquely able to 
shine a light on. 

 
For fans of the anime you will recognize the 

seeds of the series as well as gain some new insights 
into the history and geography of Lodoss. For gamers, 
hopefully it will bring back fond memories of your 
own campaigns and slinging dice with friends.  



 

 

 
Finally, a note about this translation. I claim 

no copyright in the underlying material, just the 
translation. I did this for free, so please help keep it 
that way. Do not pay for it or charge anyone for it. 
Share it and enjoy it. That said, if the original 
copyright owners ever release this in English, please 
purchase it from them. I translated the material 
because I feel it is culturally relevant and this is the 
only way most English speaking readers will ever get a 
chance to experience it.  

 
So consider this a lost treasure you stumbled 

on during an epic dungeon dive. Take a moment and 
step back into a simpler, more innocent time when 
problems could be solved with a twenty-sider, a +1 
magic sword and a two liter bottle of Jolt Cola. 

 
Game on! 

 
   Trotti – May 2021 
 

  



 

 

 

 
Comptiq Magazine – September 1986 – Episode I 



 

 

D&D Magazine Live 
Written by Hitoshi Yasuda and Group SNE 
Illustrations by Yutaka Izubuchi 

 
 

 

 

 

 

 

 

Today the term “RPG” is synonymous with PC 
games, but the ancestor of these games, “Dungeons 
and Dragons,” was born back in 1974 in the United 
States. Many of those who play computer role-playing 
games may not realize that the first RPGs were 
actually played with paper and pen. I have been asked 
to write a column for this magazine over the next 
several months about them. By the way, did I mention 
this will be my first time playing ...!? 



 

 

 

 - Travelling with Friends 
 
Can you believe it's been a year since 

"Dungeons & Dragons ®" (hereinafter abbreviated as 
“D&D”) was released in Japan, but I still haven’t 
played it? I bought the game, but I didn't know how to 
play and I didn’t know any good Game Masters. A 
Game Master (or simply Master) is a person who 
creates a scenario and acts as a leader for a group of 
players. In "D&D®" this person is called a Dungeon 
Master. 

 
Even though "D&D" looks interesting, many 

people may not be willing to try it because it seems 
difficult to understand. Learning how to play "D&D" 
takes time but discovering its attraction is immediate. 
For this reason, I decided to try to capture the process 
of playing "D&D" in this series of articles.  

 
"D&D" is an open world game that stimulates 

the human imagination. Depending on your creativity, 
it is possible to play thousands or tens of thousands of 
unique games with just its rules. Hopefully this 
serialization will be useful as a spark to awaken the 
great creativity sleeping within you. I think that this 
will be the case. 

 



 

 

 
For those who don't know RPGs at all, 

whether as game books or personal computer games, 
my goal is to show you how much fun RPGs can be 
and release your heart for a while into the world of 
"D&D," a world of swords and magic. 

 

 
 

The adventure begins as six players gather at 
the house of the Dungeon Master (hereinafter 
abbreviated as DM) for their first game. They are of 
various ages and gaming experience. However, their 
hearts are deeply connected by the game of "D & D." 
They are ready to do battle using their favorite dice, 
"D&D" player's manual and writing utensils.  
 

Of course, the same is true of the DM who 
has the necessary tools of a master, that is, various 
types of dice, information tables, writing implements 
and character sheets for the players. He has made a 
scenario and has prepared for the players to play it. 

 
 



 

 

 
Of course, the basic rule set of "D&D" is 

indispensable. High-quality Japanese versions of the 
game have come out for sale as a boxed set, a 
companion set, and a master set. By the way, all the 
versions are available at this time. (Speaking of which, 
the boxed rule set is what is being used here). 
 

"D&D" Basic Rule Set 

From the right, multisided dice, the Dungeon Master's Rule Book, the 
Players Manual and the Boxed Set. The Basic rules are OK for characters 
up to Level 3. 

 
DM: Well, let's get right to 
playing the game. Everyone start 
by creating a character. 
For each attribute you roll a 6-
sided die 3 times and add up the 
numbers, then repeat that for 
each of the six abilities. 



 

 

 
Player A: I’ll determine my attributes first. Well, my 
strength = 12, intelligence = 12, wisdom = 11, 
dexterity = 15, constitution = 8, charisma = 11. That's 
suitable for a thief isn't it? 
DM: Before deciding, you should look at the numbers 
of the other people, and you don't know what they 
are yet. In any case, a balance of characters in the 
party must be taken into account for the sake of 
security. So, what kind of numerical value did you roll, 
B? 
Player B: I'm very attractive, but I don't have good 
strength or constitution. I suppose I’ll lean toward a 
character that uses magic. 
Player C: I’ll make a warrior who fights evil.   
Player D: My strength is low. I suppose it can’t be 
helped. 
DM: That's fine. I don't think it's necessary to be 
strong in everything. 
Player C: True. A character who’s strong in everything 
isn't very interesting. The best character is one who 
has both strengths and weaknesses. Otherwise, the 
power will go to your head. 
 

In the same way, all the players rolled the dice 
for each of their characters. 
 
 



 

 

 
Explanation of Attributes 
 
Strength. The higher the number, the higher the 
probability of hitting your enemy during battle. It also 
gives bonus advantages to damage and physical 
actions. 
 
Intelligence. The higher this number, the smarter you 
are and the more languages you can potentially 
speak. 
 
Wisdom. If this number is low, you will be more 
susceptible to magical attacks and potions. 
 
Dexterity. If this is low, you perform physical feats at 
a disadvantage. Also, it is easier to be hit by the 
enemy. 
 
Constitution. The higher it is, the faster you can 
recover hit points. 
 
Charisma.  The higher the number, the more 
favorable you will be perceived when talking to 
people or buying or selling goods. 
 
 
 



 

 

 

 
With the Attributes decided, it was time to continue. 
 
DM: Eh, so far, you have one magic user and two 
fighters. The remaining three should be chosen to 
round out the party, for example the party needs a 
cleric (monk). 
Player A: Well, I'm an elf. I’m not the strongest 
fighter, but I can use magic. So, how about E-kun as a 
thief and D-kun as a cleric? (All members nod) 
 



 

 

 
DM: Alright, it's decided. Then, according to the rules 
and based on your abilities, write down your hit 
points and adjustments you start with, respectively. 
 

The initial fun of an RPG is creating 
characters. Through the character that you create, 
you will experience the world of "D&D.” It is the 
character who will represent you. You can place your 
imagination into the character --- that is, the 
character is an extension of you. 

 
Strong characters can be lively and fun, but 

those who are accustomed to RPGs know that weak 
characters can also perform well and lead to 
fascinating personalities. You don’t have to be strong 
in everything. Look at the ability values of your 
character. Evaluate what kind of character it could be. 
What are its strengths and weaknesses.  There are 
many things to be considered when creating a 
fictional person. Keep in mind, being average doesn’t 
make for being memorable. 
 

Now, let's learn how to build a unique 
character. By following these suggestions, you can 
create a "D&D" character who is more than just a set 
of numbers! 
 



 

 

 
Here are a few suggestions: 
 
Draw inspiration from a character from a manga or  
     a novel. 
Borrow traits from your family and friends. 
Do it your own way. 
 

Imagine to yourself, what would you do if you 
were "Guin" or "Kenshiro." (Translator note: “Guin” is 
the main character of “Guin Saga.” “Kenshiro” is the 
main character of “Fist of the North Star.”)  

In this way, you will come up with a 
surprisingly good "D & D" character. But when using 
this method, you don't want the manga or friend's 
name to be the exact name of the character. You also 
don’t want to borrow everything, just imitate a few 
traits. 

 
After playing the game a few times, your 

character will start to evolve into a completely 
different person from the original. This is because as 
risks are taken and events happen, the character will 
grow on its own. This will make it memorable. 

  
But it’s not just a matter of raising levels, 

which I’ll talk about separately. It’s about finding 
traits that define your character. 



 

 

 
When you begin, it will be like learning to 

walk. At first, you might find it’s hard to free the 
alternate character inside you. But as you go on, you 
will discover the point is not to try to make your 
character a copy of yourself. Your character can be 
someone completely different from who you are.  

 
Polyhedral Dice 
"D & D" uses 6 types of dice 
ranging from 4 to 20 sides. 
 
 
 
Character record sheet 
Record data, such as 
attributes, equipment, and 
treasures found as well as 
the vulnerabilities of the 
created characters. 
 
Expert rule set 
This set is necessary when 
the characters are level 4 or 
higher. 
 
 
 



 

 

 
 
DM: Now that the numerical values have been 
decided, I would like you to introduce your characters 
to each other. 
Player A: My character is a female elf and her name is 
Deedlit. Her alignment is neutral but she’s usually 
relatively lawful. But in battle she happily swings her 
sword. Her selected first spell is "Charm Person". 
Player B: You have an imposing personality. My magic 
user is a neutral character and his name is Slayn. My 
hope is to seek broader knowledge. 
DM: Well, what are his selected spells? 
Player B: "Read Magic" and "Sleep". The sleep spell is 
very effective. 
 
Writer’s Note: In the Japanese version of "D & D", 
two first level spells are added to your spell book 
when you begin, such as magic missile. But only one 
spell can be memorized at a time, such as for attack. It 
is best to have "Read Magic" as one of your first 
spells. The spells are listed in the Dungeon Master’s 
Book. This time, according to the rules, these two 
spells were chosen to begin. 



 

 

 
Player C: Mine’s a lawful good knight. His name is 
Parn. He can't forgive evil doers. 
Player D: Parn? Are you a dragon knight? That is 
encouraging. I’m also of lawful good alignment, and 
my name is Etoh. Death to the Evil ones! 
Player C: Alright, let's go! 
DM: (looking at Player E) What's wrong? 
Player E: My thief’s alignment is different from theirs. 
He’s a chaotic neutral character. His name is Wood 
Chuck. He has a pretty shady personality, as you can 
see from his charisma. 
Player A: What is he? 
Player E: He’s a thief. He was a prisoner after losing 
his first job. He was pardoned after 20 years and was 
released with great joy. He is 40 years old. 
DM: He's a middle-aged thief. And a human, but it's 
an interesting backstory (which may be useful ...). 
Player F: My character is a Dwarf named Ghim. I’m  
Neutral. When I swing my battle axe, I’m lord of its 
mysterious power. I hate Goblins and Kobolds. I’ll kill 
them all! 
DM: (They each have extreme personalities. This may 
be an interesting game even without too much 
nudging) Okay, buying armor and weapons are pretty 
straightforward. What you shouldn't forget are 
backpacks, food, and water skins. These can be 
bought even after the game has begun. 



 

 



 

 



 

 



 

 



 

 



 

 

 
  



 

 

 
At this point, each character has a few empty 

slots still to fill, such as an armor class that is 
determined by your armor, and calculating saving 
throws. Starting money, the equipment purchased, 
etc. are written on the character record sheet, and 
any modifiers for attack and defense for weapons and 
armor noted. 
 



 

 

 
DM: And so you are ready to leave your home village 
of “Zaxon”. You are 6 companions. The thief who just 
received amnesty, and the others who have become 
bored with their lives in the peaceful village. You have 
agreed to set off on an adventure. 
Ghim: (From this point on, the players will be called 
their by respective character names) That seems like a 
pretty shallow reason to me. 
DM: (Oops) That’s just the context. You can have your 
own personal reasons. 
Parn: Hmm. We need a leader ... someone strong who 
has a goal. 
Slayn: I'm not sure about that. 
Parn: The leader should be a warrior. A weak 
character is not a good leader. 
Deedlit: Of course, the hero is always a warrior. 
Wood Chuck: True. But before we begin, we need to 
know a little more. If not, there is no way to play the 
game. 
DM: That's true. You are from an island called Lodoss 
--- but it is a big island --- in the eastern kingdom of 
"Alania." The village you’re leaving is on a mountain 
on the north side of the island. Further north, there 
are the steep mountains of the White Dragon range. 
This is where the home of the Dwarves is. 
Ghim: I have no home, but I have no regrets. 
 



 

 

 
DM: That's fine. However, you are all heading south. 
For the time being, you’re aiming for a trading post 
town that is about 3 days walk from your village. This 
is a place where merchants go, and it's a lively place. 
After this town, there are many places to go. 
Etoh: What else do we know about? 
DM: Not much. The name of some of the royal 
kingdoms that exist on this island of Lodoss, rumors 
about the Devil's Forest, the Sands of Death, and the 
Marsh of No-return. On the other hand, you know 
that it is a magnificent land. 
Parn: Umm. The White Dragon range sounds like a 
scary place. That’s indispensable for adventure. 
DM: In this world, the powers of "order" and "chaos" 
are always fighting for control. I want you to know 
what the situation is. The Evil forces may not only be 
goblins and orcs, but also humans. 
Deedlit: There's not just bad creatures and evil 
humans are there? 
DM: (Wow, when a man plays a female character, it 
feels a little uncomfortable.) I’m sorry. Of course, 
there are evil elves and dwarves too.  
Ghim: I'm neutral, so I'm not involved. 
 

The world of "D & D" is a confrontation 
between good and evil, and anyone who has played 
"D & D" knows that.  



 

 

 
The meaning of this good and evil is closer to 

chaos versus order, rather than simply good and evil. 
Of course, that order is not some law created by 
human beings, but rather the laws of the gods. 
Sometimes there are evil gods, out to destroy the 
creation of the gods of order. If you are a master, you 
may decide on the names of the good and evil gods, 
and create your own original myths.  

 

 
 
DM: After a while, you arrive at the trading post all 
the members were aiming for. 
Slayn: Well, we’ve arrived. What time is it? 
DM: Early evening. It’s around 5 o'clock.  
Parn: We should find an inn. 
Slayn: Hey, wait. We should find out where other 
adventurers are staying overnight first. 
DM: Well, it shouldn’t be hard to find other 
adventurers. Since this is a fair sized town, the 
number of inns can be decided on a 6-sided die.… 
Three. Let’s see if there are any other adventurers in 
those three inns. If you get 5 or less on a 20-sided die,  



 

 

 
let's say there are some. Well, the numbers 3, 14, and 
12, respectively. Of the 3 inns, at the first inn you visit, 
there’s a party of five adventurers (the number of 
which is reasonable).The first floor of the inn also 
serves as a bar, and there is talking and laughter while 
people drink alcohol. 
Slayn: Let's talk to these people  ---- “Excuse me, 
gentlemen.” 
DM: None of the five appears to notice you 
addressing them in such civil terms. After a while, the 
one that seems to be their leader looks up.  
Slayn: “Oh, you're an adventurer, aren't you?” 

 



 

 

 
DM: (in a tough-sounding voice) “Well, that's right. 
What about it?” 
Slayn: “Well, we’d like to hear some of your 
adventures.” 
DM: “Alright, let me see…” And the man starts 
boasting about his adventures and the monsters he’s 
defeated. Some of the monsters he names are quite 
strong, such as a Medusa and a Minotaur. 
Slayn: Do any of his stories seem a little less far-
fetched? 
DM: Well, let's see. Throughout the conversation, you 
learn about the current state of the island. 
Etoh: What is it? 
DM: Umm. To the South, the kingdom of Kanon has 
been conquered. The invading country is a feared 
kingdom called Marmo, also known as the dark island, 
floating in the sea South of Kanon. Of course, it has an 
evil king, spreading the hand of invasion toward the 
territory of Valis, which is a neighboring country of 
Kanon. They are in a state of war. 
Wood Chuck: Wow, epic! 
DM: And he says, “if you want honor, why not go 
South?” 
Parn: I don't know if we’re ready to fight an army. I 
can't forgive those in the evil country, but doesn’t he 
have some story about making money quickly? 
DM: I can’t just tell you that. 



 

 

 
Parn: Oh, that's right. Alright, I’ll ask the guy ---- 
“Well, don’t you have a story about finding treasure?” 
DM: (And this is supposed to be a lawful good 
character?) “Is money your goal? Well if you stay in 
town you don't have much hope.” 
Slayn: But the wilderness is dangerous. 
Parn: If you're afraid of danger, you’re not going to be 
a very successful adventurer. 
Slayn: I'd like to ask him a few questions. 
DM: (Now, it's time to nudge them in the right 
direction) As you are about to ask the adventurer 
your questions, you’re suddenly interrupted by the 
sound of raised voices. 
Ghim: Yeah? What are they saying? 
DM:  One guy says, “You’re not getting a drink here!” 
And the other, “I'm not kidding! It’s true!” 
Parn: I look around. 
DM: The innkeeper and one of the other adventurers 
are on the verge of a fight. The man wears leather 
armor and a sword on his waist. He looks like a thief. 
Parn: Okay, I call out to the two. “Wait, good sirs.  
What’s this all about?” 
DM: “This bum has been stealing. Drinking and eating 
without paying.” To which the other replies, “It’s true, 
I don't have money, but if you’ll buy me a drink…” 
Parn: I’m not drinking at the moment. 
 



 

 

 
DM: The man, who looks like a thief, calls out to Parn 
---- “My lord, please help me. Certainly, I may not 
have money. But I know how to make money.” 
Parn: Money? 
DM: “Yeah, look at this, my lord. This is a genuine 
treasure map!” he tells Parn as he unfolds a scroll of 
rolled parchment. 
Deedlit: What kind of map is it? 
DM: A standard map, but it has a cross scrawled on it. 
In the corner, written in the common tongue is 
"Cipher’s Hideout." 
Wood Chuck: I've never heard of the name "Cipher", 
but do our characters know who it is? 
DM: Let’s find out. Everyone, roll a 20-sided die to get 
a number less than or equal to your character's 
Intelligence. Who was successful? 



 

 

 
Parn: I failed. But Slayn, Deedlit and Etoh were 
successful. 
DM: The people who succeeded recognize the name. 
Cipher is a low level magician. The man was killed on 
the charge of attempting to assassinate the king of 
your country about three days ago. It's something 
that you’d heard about. 
Slayn: The map seems a little suspect… 
DM: That's your next question, isn't it? The innkeeper 
says you shouldn't trust the guy. 
Parn: I ask the thief if he’s willing to sell the map. 
DM: “Oh, would you like to buy it? I don't want to go 
to this place. I just want some money to buy some 
drinks. 5 GP!” 
Parn: 5GP! That’s a bargain. But, I have no money left. 
I bought plate armor and used the rest for goods. 
Deedlit: I'd buy it, but I’m down to 1GP. 
Slayn: I’ll pay the money. 
Etoh: That's great. I’ll ask the innkeeper about 
accommodation charges. 
DM: Wishing you good luck, the thief takes the money 
and goes out of the inn, but not before he warns you 
since this is the hideout of a magic user, be careful, 
even if he is away. After he’s gone, you notice some 
words written on the map the man just gave you. 
Slayn: I read them carefully. What do the words say? 



 

 

DM: "Wart’s crystal warrior protects the treasure. 
However, the wise need not fear." You don't know 
what that means… 
Parn: That note is definitely a clue. Alright, we’ll stay 
here tonight and celebrate our first foray. Then 
tomorrow morning, we’ll rush to the hideout of that 
magician. Do we know where it is? 
DM: You know. It's about 3 days journey, each way. 
Ghim: I don't have food. I have to be prepared for the 
adventure. It costs money. 
Deedlit: Mr. Slayn, you’re so kind ---- I'll share my last 
1 GP… 
Slayn: I'll pay for things. I can't buy armor anyway. 
(Next issue) 
 
 
 
 
 
 
 
 
 
 
D&D® is a trademark of TSR. Inquiries regarding D&D: 
Shinwa Co., Ltd. TEL 03-861-8983 
  

Reader’s Choice Character Contest 
We are looking for the name of your favorite main 
character from this story, and you are invited to 
share it with us. Send it to the Feature Editor 
attention: "Lodoss No.1 Character". 
In the lottery, we will give away 5 original Comptiq 
shirts as gifts. 
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D&D Magazine Live 
Written by Hitoshi Yasuda  
and Group SNE 
Illustrations by  
Yutaka Izubuchi 

 
 
 
 
 
 
 
 
 
 
 

This is the second installment of an actual 
game of the "Dungeons & Dragons" RPG. It picks up 
from the last issue of "D&D Magazine Live." 

 
Our six heroes have set out in search of 

treasure, trusting a map obtained from a dubious 
thief. Their destination is "Cipher's Hideout". But is it 
treasure that awaits them or a horde of monsters? 
This is the beginning of a great adventure! 



 

 

 

 – The Hideout of the Magician 
 
Dungeon Master (hereinafter abbreviated as DM): 
The party celebrated grandly before the trip. It’s now 
the next morning. All the necessary items for the 
adventure were quickly purchased and collected, and 
all preparations completed. You are ready to depart 
for "Cipher's Hideout" ... Well, I'm afraid some of you 
may be sick from drinking at the banquet last night. 
Ghim: Dwarves are strong when it comes to alcohol, 
so I'm fine. 
Slayn: I didn't drink. 
Parn: I drank a bit. How am I doing? 
DM: You’re hung-over. Luckily, you won’t arrive at the 
destination today. 
Slayn: The destination is three days away? 
DM: That's right. 
Parn: Well, let’s not rush there. My head hurts, 
someone, squeeze me some vitamin C. 
Deedlit: We don’t know what you’re asking for if it’s 
out of character.  
Ghim: Well, you’ve got two days to get over your 
hangover. 
Parn: Hmmm, I’ll tough it out. 
DM: Alright, after travelling three days, you and the 
others have arrived at the place where you think you 
were going. 



 

 

 
Slayn: Wait. We’ve arrived already? Did we encounter 
any enemies along the way? 
DM: That sort of thing is for expert level characters 
(ie: characters of level 4 or higher). If you're a level 1 
character, and you’re in the wilderness, you don’t 
have enough life to survive most encounters. 
Slayn: …. 
 

The fun of "Dungeons & Dragons" (hereinafter 
abbreviated as D&D) is focused on the exploration of 
underground labyrinths and the monsters and 
treasures hidden in them.  However, what must be 
glossed over initially are outdoor adventures. 

 
Even if you create an interesting adventure 

outdoors, its charm will be significantly reduced. The 
inn that appeared in last month's issue is a kind of 
outdoor adventure, but it is also an abbreviated way 
to get the party to the dungeon. An Inn, in addition to 
offering accommodations and entertaining 
distractions, can also be used as a means of pushing 
the adventurers toward the entrance of a labyrinth. 
That is to say, it is an opportunity to provide 
information about the dungeon, whether through first 
hand sources or, conversely, second hand information 
like rumors. 

 



 

 

 
If you do an outdoor adventure with a very 

low level party, it will likely be wiped out in the blink 
of an eye. However, when you become an experienced 
master, and once the characters grow moderately, 
you will be able to challenge them with this, if you 
want you to. 

 
Then, as they travel along the road, you can 

set an appropriate atmosphere, describing the 
weather and terrain and allowing that to build the 
mood. But in Basic D&D, only dungeons and labyrinths 
should serve as settings. 

 
Etoh: Tell us what we see. 
DM: You’ve reached the edge of a forest. If you pull 
out your map, you can tell this is the area that has 
been reproduced. The mouth of a cave opens below a 
sheer rock face. You’re certain this cave is the hideout 
of the magician you were aiming for. 
Parn: Alright, let's get closer! 
DM: It's dark in the cave. The back gradually descends 
into the depths. You sense the air is cold inside. 
Wood Chuck: Wow, I’m excited. Come on, let's go. 
Etoh: I light a lantern and put it in my left hand. I hold 
my mace in my right hand and go inside. 
 
 



 

 

 
DM: Hang on before you go in, I need to know your 
party order. Write it down on a piece of paper and tell 
me. You can’t be ready for battle if you don’t. 
Deedlit: Actually, I have some metal figures. Is it 
easier to understand if we use those? 
DM: That will help. Figures are very convenient. 
 

"D&D" is a game played through 
conversation, but it's easier to visualize if you use 
metal figures or other accessories. They’re also fun to 
look at. It is recommended that you explain monsters 
and weapons using simple illustrations. It appeals to 
the imaginations of the players, but it is also useful for 
the DM. 

 
Slayn: (Looking at the figures placed on the table) 
Wow, these look great. 
DM: So pick your figures and put them in order. 



 

 

 

 
 
Parn: All right. Of course, I’m in front. We can form 
two rows, who’s up front with me? 
Ghim: That's my role. I have my battle axe. 
Etoh: I have a lantern, so I'm in the middle. The 
magician who has no close combat ability is also in 
the middle. 
Deedlit: I'll be on the lookout in the back. 
Wood Chuck: I'm lined up next to the Elf Deedlit. 
Parn: Okay, the formation has been decided. Let's go 
inside! 
 
When exploring 
a labyrinth, the 
players should 
draw a map as 
they go.  This 
time, Deedlit is 
performing the 
task. 
 
 



 

 

 
 
DM: You descend into the depths of the cavern. It is 
dark inside, but the faint light of the lantern 
illuminates all four directions. The walls, floors, and 
ceilings of the cave are all made of stone, and they 
are solid. The sound of your party echoes in the cave. 
Parn: I'm wearing plate armor, so yeah, we’re loud. 



 

 

 

 
 
DM: As you proceed, the cave levels out. A little up 
ahead there is a way to the left and the right. 
Parn: Let's go there. Then look at the passages on the 
left and right. 
 



 

 

 
DM: On the left is a continuation of the natural 
cavern. On the right, human hands have clearly 
worked the rock. Looking a little further, you see 
there is a door. 
Deedlit: I prefer the right. 
Wood Chuck: I'm going to scout up the passage on 
the left --- maybe there's money. I say, “I'll take a look 
to the left side.” 
Slayn: Good, good. But it's dangerous, so tread 
carefully. 
DM: (Yeah, that's right. The whole area is very 
dangerous.) The thief steps into the dark left passage. 
However, when he’s walked about 10 meters, it 
widens out into a cavern. 
Wood Chuck: I try to see what it’s like. 
DM: From somewhere deep within, you can hear the 
sound of water flowing through the crevices. 
However, since Wood Chuck has neither a lantern nor 
a torch, he can’t see much, because it is dark. 
Wood Chuck: I’m suddenly scared. 
DM: You should be. In the depths of the darkness, you 
see something move! 
Wood Chuck: I knew it! What's coming? 
DM: You don't know because it's so dark, but it has a 
black body and many legs and is 2 to 3 meters long. 
Slayn & Parn: A Giant Ant!? 
 



 

 

 

 
 
Wood Chuck: What is that? 
DM: Hmmm. It’s an enemy that is very strong. Its 
armor class is good, and it also has a lot of hit points. 
In addition, the damage it can inflict with each attack 
is huge! 
Slayn: We’ll always remember you! 
Wood Chuck: That’s heartless! I try to escape before 
it sees me.  
DM: You're a thief, so you’ll usually try to run away 
from things anyway. Is the speed of the thief the 
same as the giant ant? If it is, then you run away 
without any problems. (Now I have to check the 
reaction of the giant ant. Wood’s charisma is only 5 so 
the ant’s reaction modifier to him is -1. I secretly roll 2 
6-sided dice. The first is a 6. I subtract 1 from this to 
get 5. Then roll the second die. If the combined result 
is 8 or less, the ant will attack. Hmm. It attacks). The 
giant Ant stopped for a moment, but started to chase 
after the escaping thief. Once it decides to attack, a 
giant Ant will fight through fire, through water, and to 
the death. It will never back down and retreat. 



 

 

 
Wood Chuck: Can I reach the junction and escape?!? 
DM: Wood Chuck runs into the middle of the party 
with the weaker members. After that, a moment 
later, the giant ant rushes forward. Let’s see, who’s at 
the back of the line? It attacks the elf and the 
magician because it can’t get to the thief. 
 

The battle proceeds by describing distance (in 
meters or feet) and what participants are closest to 
each other. It's okay to explain just the general layout 
in this manner. 
 
Ghim: (I hope the magician will use his spells) My 
dwarf rushes to protect the mage. 
Parn: I hurry over as well. (The giant ant is strong. You 
need to use spells, or we can't win). 
Slayn: I will! 
DM: (Yes, he has a sleep spell. This will make their 
fight more interesting.) 
Slayn: But first, I run away! 
Parn: Um, you’re just going to run away!? 
Slayn: It’s normal. If a mage gets hit while casting a 
spell, he loses it.   
DM: (As usual, Slayn is right. That’s fine) Okay, I 
understand. The thief and the magician can escape. 
The Dwarf and the fighter enter close combat with 
the giant Ant. What about the Elf and Cleric? 



 

 

 
 
Deedlit: My elf pulls out her sword and follows after 
the two. If either one collapses, I will rush forward 
immediately. 
Etoh: Same for me. 
DM: The fight is on. Rolling for surprise is not 
necessary because of the situation. First, let's decide 
the order of the attacks. 
Parn: On behalf of the party I roll a die, 5. What about 
the ant? 
DM: Two. You attack first. 



 

 

 
Parn: I swing my sword! 15! Also with my strength 
modifier of +1 it’s a 16. It's a hit if it’s Armor Class 3. 
DM: The armor class of the ant is 3. It hits. Determine 
the damage. 
Parn: My weapon is a sword that does one 8-sided 
die. 6 and the +1 modifier for 7. 
DM: (The giant Ant has 21 hit points). Subtract 7 so 
it’s down to 14. The Giant Ant attacks Parn (who will 
be attacked and damaged using a twenty sided dice). 
2! The ant missed. Next is Ghim-san's turn. 
Ghim: I use my battle axe. The result is 14. With a 
modifier of +3. 14 + 3 is 17. An easy hit. Rolling an 8 
sided die for damage. 6, +3 so 9 damage. 
DM: Good hit. Let's move on to the next round. The 
ant rolls 3 for initiative. 
Parn: 4. We get the first attack. 18! It's a hit again. 
DM: (Good going guys) What's the damage? 
Parn: 8! I did it !! 
DM: (If you subtract 9 from 14 and then another 8 
then the giant Ant is dead) The giant Ant... has fallen. 
Ghim: Yeah! 
Parn: Hmm, I have a sense of trust and strong 
friendship for this dwarf. I feel like brothers. 
Deedlit: We’re a strong team! 
DM: (Whatever… the giant ant was weak!) 
Parn: Now, let's go to the right this time. And don’t go 
running around like a crazy person.  



 

 

 
Wood Chuck: Jeez. 
DM: (Maybe now he’ll be careful) When you go to 
your right, you see the door as before. 
Ghim: We should check the floor in front of the door. 
I wonder if there’s a pit trap. 
DM: (Rolls a die hidden from their eyes) You can't find 
it, Ghim. 
Etoh: I wonder if there’s treasure in there. 
DM: Heh. 
Ghim: Don't go crazy rolling those dice! Go ahead and 
open the door. 
DM: There was no mechanism on the floor, on the 
door, or on the floor. The door opens. 
Parn: It's dangerous to just open a door. We don't 
know what's inside. 
Slayn: True. You should always listen to the sound 
inside before opening a door. In addition, this door 
could be rigged with undetected traps. 
DM: The other side of the door is not a chamber, but 
a passageway. It seems that it continues. 
Parn: No guts, no glory. We go deeper! 
DM: You want to proceed? Well, as you proceed, you 
see two doors one on the west side and one to the 
east. 
Parn: Ignore them! The treasure we’re aiming for is in 
the back!! 
 



 

 

 
DM: (I'm reading a pattern) Well, as you go on, you 
find an intersection where the tunnel splits to the left 
and right.  Which way do you go? 
Parn: Right! 
Slayn: Based on what? 
Parn: Gut instinct. I don't need a reason! 
Slayn: …. 
DM: (He really is a dumb warrior) Going right, you 
continue on for a while, then the passage turns to the 
left. There’s a door at the end of the passage. Does 
anyone listen at it? 
Wood Chuck: I’ll do it. 
DM: (Rolls a 6-sided die. Wood succeeds with 1 or 2 --
- the result is a 2, success. But the skeletons on the 
other side are not making a sound) You can’t hear any 
sounds. 
Ghim: Well, I'll open the door. 
DM: Creak! The door opens --- Ghim, roll for surprise. 
The 5 skeletons have the initiative. Well, they aren't 
easy to surprise. 
Ghim: I'm not surprised because my die roll is four. I'll 
rush the skeletons! 
Etoh: This is my specialty. I use Turn Undead on the 
skeletons. “Abominations, heed my sacred powers!” 
DM: Roll two 6-sided dice. 
Etoh: Alright. Go-go-go-go. The dice show 5. 
 



 

 

 
 
DM: You need a 7 to be successful. Nothing happens 
with that number. You’re going to have to fight them. 
Etoh: God has forsaken me. Aaah! 
 

Monsters are the principal adversaries in 
“D&D”. Of course, most RPGs are full of creatures that 
are very similar. These include low level monsters such 
as giant ants, goblins and orcs all the way up to the 
strongest monsters such as demons and dragons. 
There are many types of monsters. A different kind of 
monster is the "undead" starting with skeletons, as 
seen here.  

What are they? They are moving corpses, and 
they exist by force of will or magic, not life force. They 
are horrifying creatures. And when it comes to the 
strongest of them, they have terrifying powers such as 
Paralysis and Drain Energy.  

 



 

 

 
On the other hand, they can also have 

weaknesses, such as being hurt by holy water and 
being "turned" by a cleric. 
 

The Dungeon Master’s Guide is full of 
creatures that have unique characteristics, such as 
magic resistance, and so on. If you take advantage of 
these traits, you will be able to create an interesting 
atmosphere and make an interesting scenario. Of 
course, the game isn't just about monsters, but they 
are certainly a major part of it. 

 
DM: On the other hand, the skeletons have been 
defeated. No one was injured. 
Parn: The battle is over, so let's take a closer look 
inside the room. Do we find anything? 
DM: Nothing. However, there is a door on the far side 
of the room. 
Parn: Let's open it. 
 
 
 
 
 
 
 
 



 

 

 

 
 
DM: The thief listens for sound again? OK, you try. But 
no. You can't hear anything. 
Parn: There is no other way. I open it. 
DM: It opens. Inside is a nice little room. There’s a 
desk, a bed and bookshelves. And there is one big 
picture on the wall. 
Slayn: Oh, I'm looking at the bookshelf. I hope it has a 
spell book. 
Wood Chuck: I check out the desk. 
Parn: The big picture on the wall. What kind of picture 
is it? 
DM: (Good, good, I thought they’d never ask) Yes, it's 
a picture of a beautifully dressed woman. 
Parn: It's a decoration. Is it valuable? 
DM: Very. But it's also rather heavy. 
Parn: Hey, let’s not give up. Did anybody else find 
anything? 
DM: There’s no spell book on the bookshelf, or 
anything of special value. The desk doesn’t contain 
any money. Just one dagger worth maybe 200GP. 
There is also a piece of paper with handwriting on it.   



 

 

 

 
Deedlit: Let's read it right away. 
DM: Written on the paper is a note. “All of my people 
are prepared. It’s time to carry out the plan.” It is 
signed "Karla” beneath the text. 
Etoh: I don't recognize the name. Karla. Let's keep an 
ear out for that name. 
Parn: We’ll remember it later. So the whole take is 
less than 200GP. Since this is the living room of the 
magician, there has to be a treasure room hidden 
somewhere. Let’s find it. 
 



 

 

 
At this point, the party explored the labyrinth 

and defeated five Kobolds using an enchantment. The 
sleep spell which had been preserved during the fight 
with the giant ant proved very useful. However, the 
treasure that the Kobolds had consisted of only a few 
gems and copper coins. 
 
Parn: Hmmm. No way. This isn’t the treasure that we 
were aiming for. It's just a few heavy copper coins. 
Slayn: There’s still those two doors near the entrance. 
Parn: Those two feel wrong. There’s probably 
something hiding behind them like giant rats. 
DM: (surprised) So, what are you going to do? Are you 
going home? 
Deedlit: No way. We should search for a secret door. 
Parn: Oh, that's right. 
DM: (Will they find it?) Where are you looking for it? 
Deedlit: When we came in, the there was a straight 
corridor, wasn’t there? Let’s try there.  
 

When walking through a dungeon, the DM 
explains how many meters the route stretches, how  
wide and how high it is. It is common for the map to 
use grid lines to help in mapping. This is also related 
to the distance when fighting against monsters. 
Usually "wandering monsters" also appear, but this 
time they were omitted. 



 

 

 
 
DM: (Reading the map) As expected, by the elf 
Deedlit. You almost immediately find a secret door. 
Slayn: That's great! 
Parn: I open it. 
DM: The passage continues straight. If you go a little, 
there’s a door. 
Parn: I open it. 
DM: It's a small chamber. There is a statue of a crystal 
warrior, and nothing else. 
Slayn: It's a crystal warrior! That could be valuable. 
Parn: No, the map the thief sold us had a hint. "Wart’s 
crystal warrior protects the treasure. However, the 
wise need not fear."  
DM: That's right. 
Slayn: What does it mean? By the way, the statue 
isn’t moving, is it? 
DM: It doesn't move. Instead, a voice emanates from 
the statue. 
Etoh: It’s going to ask a riddle! 
DM: It asks, “I hide blue with black. What am I?” 
Deedlit: Oh my god, the answer is "clouds", right? 
DM:….! What the hell!? (Unintentionally, he blurted 
out) 
Parn: Yeah, is that correct? 
 
 



 

 

 
Often a DM struggles with a mystery as he 

tries to introduce a lot of interesting material. One 
great resource is "The World's Encyclopedia of 
Riddles" (published by Daishukan Bookstore). 
However, if you use it and your players happen to 
have a copy as well, the mystery can be over in a 
hurry.  
 
DM: Well, the wall behind the statue of Wart’s crystal 
warrior slides aside quickly, and an entrance appears 
to a secret room. 
Slayn: Yes! 
Deedlit: That was pretty easy. 
DM: Easy!? (It was a lucky guess) 
Parn: It’s a strong point. We’re invincible adventurers! 
 

And so, their first game ended well. The 
characters got their hands on about 10,000 GPs, a 
magic sword, and a healing potion. It was time to 
head back home.  When they arrived in town, they 
trained, raised their levels and became stronger 
adventurers, ready for the next story. It goes without 
saying, ahead of them lie many adventures and trials.  

 
But on that day, the players went home 

satisfied, despite the lack of a boss in the labyrinth 
and solving the riddle with relative ease. 



 

 

 
 “The next scenario is at hand!” the DM 

declared, opening the Dungeon Masters Rulebook of 
“D&D”. The entrance to a new labyrinth is about to 
open. 
(Next issue) 
  
 
 
 
 
 
 
 
 
 
 
 
 
 
D & D is a trademark of TSR. Inquiries regarding D & 
D: Shinwa Co., Ltd. TEL 03-86I-8983 

Character Popularity Vote 
Continuing from last month's issue, we’re still 
collecting votes for your favorite character. 
From the heroes of this story, please write the 
name of your favorite character on a postcard, 
and send it care of the Comptiq editorial 
department to "Lodoss No. 1 Character". In the 
lottery, we will give 5 people an original 
Comptiq t-shirt. 
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D&D Magazine Live 
Written by Hitoshi Yasuda and Group SNE 
Illustrations by Yutaka Izubuchi 

 
After the first adventure, the six heroes 

arrived safely back in town, then decided to head for 
Valis, a war-torn land where two great powers of 
justice and evil faced each other. Will the fate of 
Lodoss Island be decided by the approaching storm!? 
 
The 3rd installment of "Dungeon's Dragons Magazine 
Live” opens with fierce excitement. Read it now!! 



 

 

 – The Captive Princess 

 
Two weeks after playing the first game, the 

six players gathered again at the home of the 
Dungeon Master (hereafter DM). Perhaps because the 
previous scenario was a great success, each of their 
faces was filled with self-confidence. 
 
Parn: Let's continue! 
Etoh: What is the situation this time? 
DM: This time the scenario is a bit different from the 
one before. Well, you guys arrived safely in town after 
"Cipher's Hideout" and now you’re in Novice, the 
westernmost town of Alania. This is a bustling trading 
city. There are many merchants and adventurers like 
you passing through its gates. 
Deedlit: Let’s get information about the next 
adventure right away. 
Wood Chuck: Let’s go to a tavern! 
DM: Wait a second. Before that, there’s something 
else you should take care of. 
Ghim: That's right. We have to raise our levels. 
DM: Bingo! It wasn’t just gold and silver coins you 
obtained during the last foray. You also have available 
experience points. Basically, the treasure obtained is 
worth not just gold pieces, but also experience points. 
And since you defeated some monsters, there are 
experience points for those as well. 



 

 

Parn: So, what's the total? 
DM: By my calculation, you each earned 2,098 
experience points. In addition, these are enhanced by 
the special bonuses each of you has for your 
character. Has anybody increased in level? 
 

The initial fun of "D & D" is creating a 
character and then playing a scenario. However, the 
next level of enjoyment is to grow your character. The 
experience points required to grow a character come 
not just from defeating monsters, but also from 
acquiring treasure. You can also earn them by using 
your brain. You don't necessarily have to win fights to 
defeat every monster (whereas in personal computer 
RPGs, you almost always have to fight the monster). 

Quite the contrary, it is often better and more 
effective to avoid unnecessary battles by using your 
wits and tricking monsters to get their treasures. 
Alternatively, when you encounter a strong monster, it 
is safer and often more interesting to think 
strategically and come up with a smart plan rather 
than simply attacking with brute force.  

When your character’s experience points 
reach a certain amount, the next level is reached. 
When this happens, the character’s hit points and 
saving throw values increase. In addition your class 
combined with strong attributes can provide bonuses 
to the experience points you earn.  



 

 

 
For example, Parn’s fighter bonus is related to 

his strength, which is 13. Parn receives a 5% bonus, 
and so the experience points he earns increases by 5% 
from 2098 to 2203. 

 
DM: Well, you know how many experience points you 
have. For those who have raised their level ... 
Hmmmm. Did Deedlit the Elf and Slayn the Mage go 
up? Ah, Etoh the cleric is now able to use a new spell. 
So, the three Etoh, Slayn, and Deedlit should choose 
their new magic spells. 
Etoh: I don’t have to choose. It’s not like I have a book 
of spells like Slayn, with "Read Magic" or “Sleep," or 
Deedlit who also has "Read magic". I can choose from 
any level 1 cleric spells. Well, today's spell is detect 
magic. I was thinking about the sword and dagger, 
and two potions we obtained in the previous session. 
I want to find out if any of them are magical. 
DM: The explanation was a little long, but that's a nice 
way of thinking. Normally, I would suggest you choose 
"Cure Light Wounds" (healing minor injuries) as 
detect magic can only determine whether an item is 
magical or not. You have to ask a high-level magician 
to find out what kind of effect it has. 
 
 



 

 

 



 

 

 

 
 

Magic is indispensable for fantasy. In “D & D”, 
the heroes generally choose to wield swords or magic, 
so magic plays a big part of the game. There are two 
main types of magic in "D & D": the magic used by 
magic users and the magic used by clerics. 

 
The magic user’s magic is mainly for attacking 

and power. The magic user learns from a spell book, 
memorizing new spells before resting. But the 
disadvantage is that you cannot use spells that are 
not included in your own spell book. 

 
On the other hand, the cleric receives spells by 

the power of the gods, learning any of the spells of the 
appropriate level. So it's very convenient. The cleric 
spells are often defensive. But the cleric upon reaching 
second level does not get to use the spells of level 2. 

 
 Also, though the Cleric grows faster (less 

experience points raise the level), in the long run, it is 
the magic user can grow to attain the greatest power 



 

 

of magic. However, it is important to remember that 
the number of spells that can be cast on a given day is 
determined by the level of the character. This is the 
nature of using magic. If you use a spell, you'll forget 
it, and you'll have to memorize it again before resting 
for the next day. But you can’t save up unused spells 
between adventures. Spells must be expended.  
 

 
 



 

 

 
DM: Well, let's start the game. You are staying at a 
cheap inn. The other patrons are gathering in the bar 
on the first floor. It's early evening. 
Ghim: I'm drinking alcohol. 
Slayn: I'm drinking milk. 
DM: Wow, wow (somebody’s playing it safe). In 
addition to you, there are 10 adventurers who look 
the same as you, and about 10 other people, chatting 
at the tables. Well, that's the situation. 
Parn: Oh! I'll talk to some of the adventurers around 
me. 
DM: What do you try to talk about? 
Parn: First of all, I’m trying to pick up any rumors from 
the small talk going on.  
DM: (The usual pattern. They don’t know any of the 
adventurers at this inn, who also don’t know them) 
The charisma of Parn is 11. For that, there is no bonus 
or penalty. 
Parn: How is their reaction to me? 
DM: (Rolls the die, but it doesn’t matter what the 
result is.) You didn’t hear the sort of story you want. 
Nobody is talking about making money or anything 
related to adventures. All anybody can talk about is 
that the war between Marmo and Valis has started, 
and both countries are recruiting soldiers on a large 
scale. 
 



 

 

 
Parn: Whether as a soldier or all alone, I have to be on 
the side of Valis. Marmo is an evil country. 
Slayn: Is there really no information about anything 
else? 
DM: I said there isn’t so there definitely isn’t!!! 
Slayn: …. 
Etoh: Ahem. Then, do we want to go to Valis for the 
time being? 
Slayn: Before we do that, let's examine the treasure 
that we have in our hands. 
Etoh: Oops, yeah. Well, let’s go to our room and I’ll 
use Detect Magic. 
DM: You go to your room and close the door. Etoh 
uses Detect Magic and looks at the items which are a 
sword, a dagger and two potions. The dagger is not a 
magical item.  
Wood Chuck: Hey, I'm gonna take the dagger. Let's 
have the other items checked by an experienced 
magician tomorrow. 
DM: (As expected, Wood Chuck is a thief.) 
Ghim: Not me. I’m sleeping in. 
Etoh: Yeah, let's have a good day off. 
 
 
  



 

 

 
In the world of "D & D", there are many 

special and magical items. However, when they are 
obtained in battle, it may not be known what kind of 
effect they have until they are returned to town and 
examined. Of course, the effect is the same even if it is 
used before being examined, but in this world items 
can also be cursed. Therefore, it is extremely 
dangerous to use unexamined items unnecessarily. 
This time, the sword was a magic +1 sword, and the 
potions were a healing potion and a heroism position.  
 

Obtaining a strong magical item can increase 
your power in “D&D.” They can also be indispensible 
items for the adventure.  Depending on the taste of 
the DM, it should be inevitable that at some point the 
characters have an opportunity to have them.  
 

However, it is important to dispense magical 
items that correspond to the level of the character. If 
you have an item that is too strong, the character will 
not be interesting because the strength of the item is  
overpowered. If a player thinks they can defeat a 
strong enemy with a strong item, they will stop using 
their brains to solve problems and not have nearly as 
much fun.  
 
 



 

 

 

 
 
DM: You know what the magical items are, so you 
head South toward Valis. After a while, you arrive at 
your destination safely without encountering any 
dangers or enemies. 
Slayn: It's a pitiful story. 
Etoh: Where are we? 
DM: A town called Varuchi, the northeastern-most 
outpost of Valis. It's a backwater town, but the 
atmosphere here is very tense. 
Parn: It's the beginning of a war. 
DM: This town is on the frontier, but the battle is in 
the eastern part, and there is only a small garrison 
protecting it. 
Parn: Well, it can’t be that dangerous. Alright, let's go 
East. Then, let's become mercenaries. 
Deedlit: Are you insane? Becoming soldiers is risky. 
Parn: Well, we can talk about it on the way. But for 
now I say we go, so let’s go! 
DM: (He's certainly a domineering leader) 
Overhearing Parn’s boast that you will leave the  
 



 

 

 
village and head east, some of the town elders advise 
you that it would be dangerous to go there ... 
Parn: We’ll go regardless! 
DM: Alright. By the way, is Etoh's magic today going 
to be Detect Magic? 
Etoh: Oops, I forgot to pray for a different spell. Of 
course, I leave it up to divine will. 
DM: Alright. However, when choosing your magic 
spells, it is necessary to do so before setting out each 
day. If you don't, the magic of that day will be the 
same as the day before. Please note that for the 
future. 
Etoh: I’ll be more careful. 
DM: As you walk down the road leading to the East, a 
carriage with a mounted escort rolls by. 
Slayn: It's a trading caravan.  
DM: That’s what you think at first, but there’s more to 
it than that. Surrounded by five or six horsemen is a 
luxurious carriage. And riding a horse next to it is a 
man wearing plate mail. 



 

 

 
Etoh: What is this rally? 
Parn: As they pass, I’ll ask, “Hey, where are you 
going?” 
DM: (Checking the reaction table and rolling the die --
19? Not a bad result.) The man on horseback gives a 
reply --- “We go East”--- that's all he says. 
Slayn: To the East is the battle. It’s a gorgeous 
carriage, right? I take a closer look at it. 
DM: One of the horsemen moves his horse between 
Slayn and the carriage. The man on horseback grins at 
Slayn and shakes his head. 
Ghim: He's a powerful guy. 
DM: But Slayn managed to get a peek inside. There 
are two people in it. They are both women.  
Deedlit: Humans? 
DM: Yes, they’re humans. 
Parn: What the hell is going on? 
DM: The driver speeds the horses and the carriage 
goes ahead. You’re left behind. Do you keep walking? 
Parn: I suppose there’s nothing else to do but keep 
walking. 
DM: Understood. You start walking the same way. 
And then… 
Slayn: And then? 
DM: Suddenly a troop of mounted cavalry approach. 
But this time they are racing at full gallop. The knights 
are wearing full plate mail and matching armor.  



 

 

 
Slayn: To avoid being trampled we get to the side of 
the road. 
Parn: They’re wearing matching armor? They must be 
guards. 
DM: The troop of four horsemen races past you at full 
speed.  
Parn: They’re in a hurry. I wonder if it has something 
to do with the carriage that just passed? 
Slayn: Maybe ... we need to get a better idea of what 
the situation is. 
DM: So, as you continue on ahead... 
Slayn: There’s fighting going on, right? The party of 
horsemen and the party with the carriage. 
DM: Bingo! You can’t see it yet, but you can hear the 
sound of swords, yelling, and painful screams. 
Parn: Alright, we run to it. 
DM: Around a bend, you see evidence of the conflict. 
A red light is reflected in your eyes. And then, a 
searing white light ... 
Slayn: A "Fireball" and a "Lighting Bolt!” 
Parn: Stop, stop. I stop running. The enemy is strong. 
DM: As you stop, so too do the blasts of light. So what 
do you do? 
Parn: There must be a magician among the knights 
who raced past us. Unless, one of those who was in 
the carriage is a magician. 
Deedlit: Fireball and lighting bolt? 



 

 

Parn: Hmmm!? 
DM: In the distance you see the carriage start to race 
off, followed by three of the men on horseback who 
were with it originally.  
Parn: Alright, let's get closer to the actual situation. 
Wood Chuck: That’s a little impetuous. I’m good with 
our current situation. 
Slayn: You have no sympathy. 
Etoh: We’re still at a low level. 
DM: The situation is terrible. Horses and people have 
fallen here and there. They are cut from blades and 
explosions and also burned... However, one of them is 
still moving. 
Etoh: Let's look at that person. 
 

 



 

 

 
DM: The man is one of the knights in matching armor 
who was chasing the carriage. A coat of arms can be 
seen on his chest plate. It is the coat of arms of Valis, 
the country you are in. He’s terribly injured. 
Etoh: I use magic to help. If he’s not treated he’ll die. I 
cast “Cure Light Wounds.” 
DM: (Surprised) 
Slayn: What’s wrong, DM-san? Why are you silent? 
DM: (Thinking hard. The man was supposed to die 
after speaking his last words) 
Parn: “We came to help as soon as we could.” 
DM: … Umm. The man breathes again with the power 
of magic! (Ho ho ho... an idea forming) 
Etoh: I ask the resurrected man about the situation. 
DM: Alright. The man's story is this --- they are four of 
Valis' guards, serving the princess as escorts. The 
princess is the daughter of King Fahn, but she has a 
mind of her own. When the war began, the Princess 
wished to go to support and encourage the soldiers at 
the front. The king rejected her idea, so the princess 
set out alone and in stealth. The four were chasing 
after her, but in the end, they wound up joining her. 
All of them knew the temperament of the princess, 
and they had given up trying to change her heart. 
Then as they continued on to the East as her escort, 
they were attacked and the princess was kidnapped 
by the men on horseback and a witch of great power. 



 

 

 
Parn: So far, it's a great setup. 
DM: The knight asks you for help. --- “Brave heroes! I 
will see to it you receive a reward. You must save the 
princess. The witch who took her hasn't much power 
left since she cast her spells in the last battle. That 
woman must be stopped. The ones with her are small 
fry you can easily best.” 
Parn: Hmm .... Under those conditions, it doesn’t 
sound so bad ... OK, we accept the mission. 
Ghim: Now this sounds like a good fight!  

The party headed east on the road, chasing 
after the carriage. But not long after, they found the 
empty carriage parked in front of a dilapidated 
fortress. 
Parn: Is it a big fortress? Perhaps the Small Fry are 
downstairs, and the witch and the princess upstairs. 
Well then, here’s the plan. The Small Fry will be tidied 
up by three people, I, Slayn, and Deedlit. Etoh and 
Wood Chuck will also help if things go bad. Our 
brother knight and Ghim will head for the second 
floor. Since Ghim is a dwarf, he has resistance to 
magic. Even if one of them collapses, the other can 
engage the witch in close quarters combat, keeping 
her from casting more spells. 
Ghim: It's not ideal... but it makes sense. Alright! I 
accept. 
Parn: Yes! Let’s attack!! 



 

 

 

 
 
DM: (This man is decisive) As in the previous 
adventure, please use the metal figures to relate your 
positions. The knight opens the door. Once it’s open, 
you see a space like a reception hall. There are some 
doors and stairs leading up. The three men are sitting 
on the floor. 
Slayn: I cast sleep. 
DM: (Despite the tense situation, the guy is staying 
cool). At this point, roll two 8 sided dice. The results 
are 5. Sadly, you only put the man in the middle to 
sleep. 
Deedlit: Then I cast Charm Person on the one on the 
right, leaving the last one for the team. 
DM: Very well. (The man on the right is a level 3 
fighter, so his saving throw to resist magic is 16 on a 
20 sided die. He rolls a 13 and fails). It seems the spell 
was successful. 
Parn: Way to go! 
DM: In the meantime, the remaining man takes up his 
sword and stands. He’s going to fight. 
Ghim: I and the knight will go up the stairs. 



 

 

 

 
 
DM: Hmm. You seem to have this in hand. However, 
from the top of the stairs, a voice says, "What is this?" 
Etoh: I look up the stairs at the witch. Is it the woman 
in the picture in the labyrinth who’s behind all of this? 
She was called "Karla", wasn't she? 
DM: That's awesome! You remembered all of that. 
That’s right. 
 



 

 

 
Parn: I was wondering if there was a hidden 
connection. 
DM: (chuckles) Now it’s time to fight the battle. First, 
the Small Fry on the lower floor attacks Parn and 
misses. The witch upstairs casts a spell at the Knight 
of Valis (the knight is a level 6 fighter, and rolls his 
resist magic saving throw- --and fails). The knight 
suddenly disappears in a flash of light. 
Slayn: (understanding) "Disintegrate!" How can she 
have such a powerful spell?!! 
DM: Since the attack missed Parn, Ghim-san, roll for 
initiative. 
Ghim: “Witch, taste my Battle Ax!!” 3! What!? That’s 
no good. 
DM: Ghim is slow on his initiative to attack so the 
witch will be the first to attack this round and she 
casts a spell. 
Slayn: Ugh, what's coming? What is it!? 
DM: She finishes casting the spell. Ghim you suddenly 
feel sleepy. 
Ghim: A sleep spell. There’s no saving throw. I'm 
asleep, crap. 
DM: The Small Fry battling Parn falls asleep too. 
The result is the same for everyone in a forty foot 
radius. Slayn and Deedlit were on the first floor and 
were out like a light. Wood Chuck was just inside the 
radius and was also rendered unconscious. 



 

 

 
Wood Chuck: I had forgotten to "Hide in Shadows" --- 
I have no choice. There is no escape. 
Slayn: Wow, we’re almost all down. 
DM: All that's left is Etoh-san. 
Etoh: I'm going to sleep. 
DM: What? 
Etoh: I'm going to lie down and pretend I’m asleep! 
It's the best option since I can't win. 
DM: (Umm. I’ll be able to use this to connect with 
what happens next) 
 

Thus, with the exception of Etoh, the party 
was left slumbering peacefully. How long that will last 
may depend on the Cleric Etoh. They are in a 
desperate situation. It may seem that the DM is being 
domineering, but this is a great setup for the next part 
of the scenario. With the tension high, wait for the 
excitement to continue in the December issue! 
(Next issue) 
 

D & D is a trademark of TSR. Inquiries regarding D & 
D: Shinwa Co., Ltd. 0 3 8 6 1 --8 9 8 3 
  



 

  



 

 

 

About Lodoss 
Ask the mysterious Dungeon Master (DM).  
Since the beginning of the "Record of Lodoss War" 
series, we have received a lot of questions and 
messages from our readers. Thank you very much. 
Regarding the questions, we will answer them in a 
Q&A column in the future. However for now, this is 
the answer to the first question. 
 
From Hidetoshi Fujio of Hiroshima. "On Wood  
Chuck’s Character Record Sheet which appeared in 
the 1st installment, I think there was an error. It is 
strange that he has 4 hit points even though the 
correction value of -1 is noted. ” 
Answer --- This is my bad ... I was wrong. Ah! Really 
Wood Chuck's hit points should be 2.  
 
By the way, there’s still time to get in on the "Lodoss 
Character People's Choice Vote" that started with  
the first installment. The deadline is November 7th.  
If you haven't voted, please write down the name of 
your favorite character in this serial and send it in. A 
present from Comptiq will be awarded by lottery. 
Send your Postcard to: 160 Shinjuku-ku, Tokyo  
1-8-14 Yotsuya, Building 6F  
Attn: Comptiq Editorial Staff, 
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D&D Magazine Live 
Written by Hitoshi Yasuda  

and Group SNE 
Illustrations by  

Yutaka Izubuchi 
 

 
 
 
 
 
 
 
 
 
 
This is the 4th "D & D" Magazine live 

installment, which is a complete reproduction of an 
actual session of the "Dungeons & Dragons" RPG 
game. 

In the last episode, the main characters were 
unwittingly put to sleep by the witch Karla. Will they 
rescue the princess who was kidnapped by the witch 
and escape her evil clutches!? The greatest danger 
since the serialization began is here!! 



 

 

 

 - The Seal of the Great Witch 

 
This is the story of six heroes in search of 

great adventure, who are traveling across Lodoss, a 
war-torn land where justice and wickedness vie for 
supremacy. The brave adventurers rushed into a 
dilapidated fortress to rescue the princess of Valis, 
who had been kidnapped by the mysterious witch, 
Karla. However, Karla's powerful magic put the brave 
heroes to sleep, except for the cleric Etoh, who is only 
pretending to be unconscious… 
 
Dungeon Master (DM): So, let's continue. The only 
one of you who isn’t asleep is Etoh the Cleric. 
Slayn: This is a disaster. 
DM: Quiet. You’re sleeping! 
Slayn: Yeah. Yeah. Slayn is sleeping... 
Etoh: Anyway, while they're asleep, I listen to see 
what I can learn. 
DM: Understood. Karla, the witch, seems to be 
applying some magic to the man who was charmed by 
Deedlit to revive him. Meanwhile, the man, who was 
put to sleep by Slayn, is awakened by the third man. 
Parn: Ah, all of them are regrouped. 
DM: So, Etoh do you still want do the same thing? 
Etoh: Yes. I pretend to be asleep. 
 



 

 

 



 

 

 
 
DM: Alright. Karla consults with her three minions. 
They know you are not servants of Valis, and she 
thinks it might be useful to persuade you to be her 
allies. You’re not strong yet, but you fought well in the 
previous battle… 
Wood Chuck: Hehe, thanks. 
Slayn: Shut up, you’re asleep! 
DM: Karla seems to believe you've fallen asleep 
completely and continues talking loudly --- Etoh if 
you're still pretending to sleep, I'll explain what 
happens. 
Etoh: Go ahead. I’m listening. 
DM: The events are summarized as follows: She tells 
the men to carry you and the others upstairs to a 
room on the second floor. Karla will seal the door 
with a magic spell. She tells the others, she doesn’t 
feel safe with a group this large around until she 
knows she can count on you as friends. The three men 
are to watch over you as a precautionary measure. 
She tells her minions you shouldn’t be allowed near 
the front door. Then she reveals the magic word to 
open the sealed door.  



 

 

Etoh: What does she say? 
DM: (It doesn't matter what it is) ... The magic word is 
“drop.” 
Deedlit: That’s pretty simple, isn't it? 
DM: Are you awake? No? Then stop talking. So, after 
carrying you to the room on the second floor, Etoh 
hears the voice of Karla cast two spells, one near and 
one far away... Finally, after the spell is done, you 
hear her tell her minions, "Be careful." 
Ghim: I wish I could be awake to try to understand 
what the woman was saying! 
Slayn: I wonder what the second spell she cast was. 
I’m curious. 
DM: You can't tell since you were asleep when it 
happened. 
Slayn: I think it's about time we got up. 
 

 



 

 

 
DM: Alright. Twenty to thirty minutes later, everyone 
wakes up. 
 

If you don’t want the whole group to know 
what happened (such as while they were asleep), the 
Dungeon Master should take the player whose 
character only knows the information to another 
room to explain. But this is not always possible in 
Japan’s small houses and apartments, so it’s okay to 
compromise on this.  
 
DM: The room you wake up in is filled with many 
gorgeous pieces of art.  There are tables, bookshelves, 
and a bed, etc. 
Deedlit: Do we have any weapons or any of our 
equipment? 
DM: Sadly, no. However, you still have your personal 
armor. But not your shields. 
Parn: (looking at Etoh) How are you?  
Etoh: I’m alright. And I was awake the whole time. I 
know how to open the door of this room! 
All members: (at once) What! 
DM: (Of course, their characters did not know the 
door is locked) The door won't open, and the 
windows are blocked by iron bars. 
Wood Chuck: Is there a key hole in the door? 
 



 

 

 
DM: As expected, you’re a thief. You notice there is 
indeed a keyhole. 
Wood Chuck: I’m looking out through it. 
DM: When you look out, you can see that the hallway 
extends to the left and right, and a door is clearly 
visible across the way, directly in front of your door. 
Parn: Do we see any of them? Do we hear anything? 
DM: You carefully scan the hallway. There’s a corpse 
standing in front of the door. 
Slayn: Gee, a zombie? The secret magic spell you 
mentioned earlier was “animate corpse", wasn't it? 

 



 

 

  
DM: Maybe (he’s right, but the DM doesn't need to 
tell him that). 
Etoh: Well, the spell I heard was farther away, so 
maybe it wasn’t a spell to seal another door like this 
one. Maybe the last spell was "Teleport". 
DM: (Very sharp Etoh) 
Parn: Well, we have to get out of here, but the 
zombie is dangerous. 
Deedlit: Can we use the legs of the table as weapons? 
DM: You look at them carefully and determine they 
would make good substitutes for clubs. 
Deedlit: How many legs on the table? 
DM: Only four. 
Deedlit: Well, let's use them. I and Ghim, Parn, and 
Etoh should have them. 
Etoh: I should be able to turn the zombie. 
DM: Unfortunately, they took away your holy symbol 
too.  
Etoh: Well, they’re thorough. 
Deedlit: When we remove the legs from the table, we 
should use a bed cloth or something to muffle the 
sound. 
DM: You succeed. 
Parn: Let’s bust out of here!! 
DM: (Parn has no strategy in him) 
Etoh: Okay, I'm chanting the magic word --- “Drop!” 
DM: The door opens. 



 

 

 
 
Parn: I and Ghim rush the Zombie! 
DM: OK. Since you’ve taken the zombie by surprise, 
you get the first strike. In the next round, your 
movement is impeded, so you’ll still have to roll for 
initiative.  
Parn: I got a hit. Damage 3. 
Ghim: I swing... my table leg hits too. Damage is 5. 
DM: (It's good) The zombie falls. However, you’ve 
caused a lot of noise. You hear shouting in the house. 
“What’s that noise? What’s going on? Alarm! Alarm!"  
Parn: I burst through the door across the way.  
DM: Yeah, that's good. This room is where your 
equipment has been stacked. Of course, your 
weapons are here too. 
Parn: Alright, with our weapons and shields in hand, 
we’ll find the three warriors and attack! 
Ghim: With my old battleaxe back, I could slay a 
thousand people. 
Deedlit: I’ll use my longbow and cover the end of the 
corridor. With Wood Chuck, we’ll surprise them. As 
the enemy approaches, they’ll be blocked by Parn and 
Ghim at the door, as well as by Etoh. 



 

 

 
DM: Alright, you quickly put your plan into motion 
and carry it out. To summarize the situation, there is a 
staircase at one end of the corridor that descends 
down. In addition, there are two doors. At the other 
end of the corridor, where Deedlit is covering, there is 
a glass door leading to a veranda. There is the sound 
of running up the stairs. 
Deedlit: I pull back the string on my longbow. 

 



 

 

 
Wood Chuck: I want to hide in shadows, but there’s 
no time, so I do the same as Deedlit.  
DM: You see the enemy! 
Deedlit: I shoot. Aiming at the man in the middle, 
rolling the die --- Miss. With this result I only hit above 
Armor Class 7. 
Wood Chuck: I hit. The damage is ... 5! 
Parn: As expected, he’s a highly agile thief. 
Wood Chuck: Yes, I’m a man who competes with 
strength and dexterity. 
 

In the world of “D & D”, a highly agile 
character is particularly useful. High dexterity 
improves your armor class and reduces the chance of 
being hit by an enemy. In addition, it works in your 
favor when deciding initiative and for the accuracy of 
ranged weapons. It's a great asset. 
 
DM: Okay, the middle person has collapsed.  

The characters won, but in the ensuing fight 
Ghim and Parn were injured. 
Ghim: I have only one hit point left. 
Parn: Same here. 
Slayn: If we fight again we could be totally wiped out. 
Wood Chuck: Yeah, let's get out of here before it’s 
too late. 
Parn: But the princess is being held in this mansion. 



 

 

 
Etoh: Yeah, we have to help. There are still two 
unchecked doors. Which one is it? 
Parn: Alright, let's check the closest to the front door. 
I try to open it. 
DM: The door--opens. The room is a little smaller than 
the one you were being held in, but is made in the 
same way. There is a small box on a table. 
Wood Chuck: It’s about time. I shake it to see if I can 
tell what’s inside. 
DM: Hmm, you shake it. Crash, tinkle, tinkle. There’s a 
cracking sound and a crash of glass. Then, liquid flows 
from the inside. 
Wood Chuck: Well, that’s broken! 
Slayn: It must have been a potion. 
Parn: Never mind. Let’s go. Alright, on to the next 
room. 
DM: This one has a lock. 
Etoh: Alright, the princess must be in there. Let's try 
the previous keyword first! Drop! 
DM: No, that didn’t work. 
Wood Chuck: Alright, it's my turn. I pick the lock 
putting in twice the effort. 
DM: The effort has paid off. The lock opens. 
Parn: I try opening the door. 
DM: There’s a woman in a fine dress there. She’s 
about 17 years old. You’ve frightened her. 
 



 

 

 

 
 
Parn: Princess, I'm sorry. We are your allies. 
DM: (Parn's Charisma is 11 so ---1! No good) She’s still 
scared. 
Etoh: Well, I'm a highly educated person, and I'll 
speak in Lawful. “We’re here to save you. My name is 
Etoh, and we are travelling adventurers.” 
DM: The princess is reassured because you used the 
Lawful language. She thanks you and asks how you 
came to be here. 
Etoh: “It’s a long story. Right now, let's escape before 
the witch Karla comes back.” 
DM: How do you want to escape from here? 
Etoh: I'm sure the front door is dangerous. 
Parn: It's probably booby trapped ... 
Wood Chuck: If there’s a trap, I’ll disarm it.  
DM: Who goes with him? 



 

 

Slayn: We’ll watch from a distance. 
DM: That's wise. 
Wood Chuck: Gulp! Alright, here I go. 
DM: As soon as Wood approaches the door, Wood is 
ambushed by someone invisible! (The attacker rolls 
four 4-sided dice, for 8 damage!) Wood screams and 
falls to the floor. 
Wood Chuck: Aaigh! 
Slayn: An "Invisible stalker!" I’m beginning to 
understand the spells used by Karla. 
Etoh: Good. 
Wood Chuck: Good?! 
DM: There is no talking when you’re dead. 
Etoh: What about Wood's corpse? 
Parn: We’ll take his body with us. 
Deedlit: As expected, he's a leader. 
Parn: I'll take the heroism potion before fighting the 
stalker!  
 

A heroism potion raises the level of the 
character temporarily. As expected, Parn was injured 
by the invisible stalker, but he survived with the help 
of the potion... 
 
Etoh: Let's escape through the back door. 
Deedlit: We should have tried that from the very 
beginning. 
Wood Chuck: … 



 

 

 
Etoh: There are horses and the carriage outside. Let's 
get on them and ride away. 
Parn: Excuse me, I’m the leader ... 
Etoh: Oh, sorry. Does that work for you? 
Parn: Hmm ... I suppose… 
Ghim: By the way, let's talk to the princess and see if 
she has any information about Karla. 
DM: Do you talk to her while heading to Valis? 
Ghim: That's right. 
DM: At night, horses can't travel very fast. If you go all 
night, you'll arrive at a town on the border of the 
country tomorrow around noon. 
Parn: Good! 
DM: Very well. As you travel you talk to the princess, 
but she doesn’t know any new information about 
Karla you don’t already have. Of course, she wants 
you to describe in detail everything you know about 
how you were captured. When she hears that her 
body guards are all dead, she cries and faints. 
Parn: She sounds cute. Is she beautiful? 
DM: Think of the woman of your dreams, and that's 
her (Natural Charisma 18). 
Parn: By the time we get to Valis, she’ll fall for me and 
I’ll be the next king! 
DM: (This guy’s too much) By the way, the night 
passes into day. It’s dawn… 
Etoh: I hope we arrive in town safely. 



 

 

 
DM: Not so fast. As dawn breaks, you see a roc bird 
flying in the sky. Suddenly, it dives toward you. 
Slayn: A roc bird. If it's a roc, I think we can handle it. 
DM: If it was a roc bird. But the giant bird lands about 
10 m in front of you and suddenly begins to transform 
into the shape of a human.  
Slayn: Transformation (Polymorph Self)? Well, it must 
be a magic user. Huh? 
DM: Exactly that! Karla, who has returned to her 
original form from that of the roc bird, looks at you, 
and speaks. “I have been watching you. You are 
intrepid adventurers. I don’t want to kill you. So, I will 
give you one last chance. Be my ally. There is no loss 
in this decision. I can help you achieve all your hopes, 
for money, for fame, for wisdom and anything your 
hearts can desire.” 
Parn: I can’t tell if she's evil or not. 
Slayn: I can’t help but think, as a minion of Karla, I 
could learn her various spells.  
Parn: Ummm, it’s a cowardly way out. 
Deedlit: But it's strange, isn't it? Why doesn’t she just 
blast us with "Fire Ball" or something. She’s holding 
back the big guns. 



 

 

 
Ghim: She wants the princess. 
Parn: That's right! She wants to hold the Princess 
hostage. (torn by indecision) 
DM: Well, that should be enough of a reason for you. 
Your character is lawful ... 
Parn: I don't know what to say.  
DM: (let’s test that) “No. I am not an evil person,” 
Karla says in the Neutral language, as she approaches 
cautiously. 
Etoh: I'm getting sick of her. 
DM: “This is the last time,” says Karla as she starts 
casting a spell. Something like glowing arrows appears 
in a swirling circle around her. 

 



 

 

 
Slayn: It’s "Magical Missile" or something. If this is the 
case, we can’t defeat her. 
Parn: I don't know what it is, but I don't care. 
Slayn: It's impossible. My character can't use either 
"Dispel Magic" or "Shield" at the moment. 
Etoh: We don’t stand a chance. 
Ghim: Who cares? Will you surrender? I have no 
intention of surrendering. Even if the princess of 
human beings has nothing to do with dwarves. 
Parn: That's right. I'm worried about her too. 
Etoh: Me too. 
DM: The princess was initially uneasy when she heard 
you speaking about siding with Karla, but as you made 
up your minds to fight, she made up her own mind. 
“You must flee. It’s alright to leave me here. Please 
save your own lives.” 
Wood Chuck: Hoo! That’s enough to make me cry! 
Parn: Hmmm ... She’s a good person. I don't know 
what to do. (looks at the DM) 
DM: I can’t tell you what to do. On the other hand, 
the cavalry is coming!  
Slayn: Yes! 
DM: Suddenly you can hear the sound of horse's 
hooves from the opposite direction of Karla… 
Parn: Heaven hasn't forsaken us! 
DM: (loudly) And then you hear voices crying, 
“Princess!! Princess!!!” 



 

 

 
Etoh: How many horses are there? 
DM: About a dozen. There’s a man wearing a robe at 
the front, followed by a man wearing plate mail. 
Deedlit: That's pretty formidable, isn't it? So, what 
about Karla? 
DM: She knows she’s in trouble. She frowns and says, 
“You may be good adventurers, but don’t mistake 
your luck for strength. This time, I forgive you… but 
we will meet again.” She casts a spell and flies away.   
Slayn: "Flies!"Oh man. 
Parn: Always with the dramatic exit. 
Etoh: But we can breathe a sigh of relief. This time we 
had a hard time. 
Wood Chuck: No matter how much you might be 
hurting, I’m dead. I hope I can be revived! 

 
The six heroes (the corpse included) were met 

by the knights of Valis who had come to find them. 
Protected by the royal palace magician they headed 
with Princess Fianna, to Roid, the royal capital of 
Valis. There, each person raised their levels, Wood 
Chuck the thief was revived and they prepared to 
meet the King of Valis. What adventures await our 
brave heroes? What is their future with the great 
witch Karla? The adventure continues. 
(Next issue) 
  



 

 

 
About Lodoss 

In the Dungeon Master’s Corner we will address the 
reader's questions, comments and encouragements 
regarding the "Record of Lodoss War.” We accept any kinds 
of questions or comments you have about the characters, 
author and game and will try to answer them. 
Q: I'm a magic user. Is it okay to only have a Constitution of 
10? (Ryuji Yoshida, Aichi Prefecture) 
A: According to the rules, there is no problem even if with 
an 18 Constitution. You may think that your magician's 
constitution is too low, but every individual is different.  In 
fact, I don't think that a magician is a person who requires a 
lot of physical strength because he relies on casting spells. 
Depending on the game, there are some rules that make 
you tired when you use magic. In these cases, if you don't 
have the physical strength, your magician may not have as 
much power. But I don’t think it is too much of a 
disadvantage.  
Q: Is it possible for my Dwarf to wield a battle axe? My DM 
says he can’t but that’s what Ghim has, right? (Hideki 
Terasaki, Kanagawa Prefecture) 
A: Absolutely, a dwarf can have a battle axe! According to 
the "D & D" rules, the dwarf is able to use any weapons. 
You may be thinking that the Battle Axe is a big, two-
handed armament, and your DM thinks a dwarf is too small 
for it. In some games, the battle axes used might be huge 
weapons. However, this "D & D" item is a regular size 
armament. The proof of this is the illustration on page 7 of 
the "Expert Book". You can see the picture of a dwarf with 
a battle axe.  



 

 

 
 

That's it for this month. The result of "Lodoss 
Island No. 1 Character Contest" which ended in last 
month's issue, will be announced next month.  
 
Until then, "Lodoss Island" will be waiting for you! 
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DD&&DD  MMaaggaazziinnee  LLiivvee  
WWrriitttteenn  bbyy  HHiittoosshhii  YYaassuuddaa    
aanndd  GGrroouupp  SSNNEE  
IIlllluussttrraattiioonnss  bbyy  YYuuttaakkaa  IIzzuubbuucchhii  
 

After the brave heroes saved the princess of 
Valis, the White King gives them a new mission! Can 
they overcome it!? This is the 5th installment in an 
exciting series that records the actual play of a 
"Dungeons & Dragons" RPG game. This month, we 
will also publish the results of the character contest. 
 
  



 

 

 

The Mad King and the Labyrinth 
 

The six heroes saved the Princess of the 
Kingdom of Valis who had been kidnapped by a 
mysterious group, then were confronted by Karla the 
Great Witch. However, at the critical moment, the 
soldiers of Valis appeared and Karla vanished into thin 
air. Together they are headed to the capital city of 
Valis, Roid.... 
 
Dungeon Master (DM): As you travel along the road, 
you take the opportunity to train for your new levels. 
You spend the remaining time dedicated to healing 
the injuries you received in the previous dungeon. 
And Wood Chuck, who died, has been brought back to 
life in a church --- Now, Wood is ready and good to 
go. 
Wood Chuck: Oops. Just call me Wood “back from 
hell” Chuck. 
Parn: It’s good you’re not dead anymore. 
Wood Chuck: It’s not so bad. In "D&D", even if you 
die, you can come back to life with something like a 
"raise dead" spell. That makes it easy to be calm even 
in a rather dangerous situation. 



 

 

 
DM: Hmph! That’s not the way I see it. To tell the 
truth, I decided whether or not to allow Wood to be 
revived based on a roll of the dice. Since Wood’s 
Constitution is low, the probability of your non-
recovery was pretty high, right? 
Wood Chuck: True, forgive me!! 
Parn: It would be harsh if you died forever. 
Ghim: Umm, that's right. 
DM: Hmph. Well, you've raised your levels, but what's 
the effect? Deedlit and Slayn are awakening to new 
magic. 
Deedlit: I am awakening to "Magic Missile" (Magic 
Arrow). It’s effective against high-level enemies. 
Slayn: I'm going to learn "Ventriloquism" (Abdominal 
Speech). Depending on how you use it, I think it's a 
useful spell. 
Etoh: Since I’m at level 3, I’m able to use level 1 cleric 
(monk) spells twice. In addition, my ability to turn the 
undead has improved. 
Parn: I and Ghim only have more hit point, but we can 
also fight against stronger enemies. One hit in battle 
and it could have been the end of the story. I’m at 19, 
so that’s better. 
Ghim: Mmm, hmm. 
DM: Be sure to write that down on your sheet. The 
next Scenario will have a strong enemy of that kind. 
 



 

 

Main Character Entries 
The character record sheets have been revised to 
show the main characters with their new levels. 

Compare with the September issue.

 



 

 

 



 

 



 

 



 

 



 

 



 

 

 
 



 

 

 
 
Slayn: Eep. No way, a Dragon? 
DM: Be serious (a Dragon, is a strong enemy, one 
these guys can’t beat yet). 
Parn: Let's start talking to the people we’re with. 
DM: Good. The princess of Valis, Princess Fianna --- I'd 
forgotten to tell you that’s her name --- after 
returning home, tells you the king wants to see you. 
However, the King wants you to heal your wounds 
and train first, so he would like to see you 10 days 
after you arrive in the capital. And today is that day. 
Parn: Alright, let's dress up. I should buy new clothing, 
and plate mail and shield. And I wear my magic sword 
+1 on my waist. 
Deedlit: I think he wants to make an impression. 
Ghim: You think? I can feel it clearly too. 
DM: Then, a messenger arrives from the court to lead 
you to the castle. You cross the drawbridge, pass 
through the front gate. You follow a red carpet and go 
deeper into the great hall, where you find a large 
double door. Symbolically, guards stand at attention 
on both sides, perfectly still. Both doors open silently 
in perfect unison revealing, a grand hall inside that is  



 

 

 

 
very wide, and even deeper. In the middle of it is a 
white-haired man wearing a crown, and next to him is 
the princess you saved. To either side of the king, 
there is the court magician who helped you when you 
were in danger and a virtuous cleric. A red carpet 
extends toward the throne, and along the carpet, on 
both sides, there are ranks of knights in full armor. 
Parn: Well, I'm glad we dressed up. 
DM: You're led before the king. 
Parn: I'll kneel and thank him. “We are honored to be 
welcomed into your land. I'm Parn, a traveling 
warrior. And these are my companions.” 
Ghim: When did we become only his “companions!” 
DM: The king raises one hand and responds to the 
courtesy and begins to speak --- “For making this 
journey and helping the princess when she was in 
danger, you have my thanks. As a token of my 
gratitude, I would like you to accept this, although it is  



 

 

 
only a trifle…” A young man steps in front of you and 
hands over a heavy leather bag... 
Wood Chuck: Hehehehehe, this is more like it. 
Parn: Hmm, you really think like a thief. 
DM: The King starts talking again --- “Most of the 
story you have already heard from Princess Fianna 
and Elm, the court magician. However, I would like to 
ask you a little more about the enemy who took the 
princess, the witch. Any information you could 
provide could be important, and it’s said you spoke to 
her.” 
Parn: Hold on a minute, before we continue. I want to 
make sure I’m getting the names straight. Well, the 
witch is Karla, and the princess is Fianna. The 
magician who saved us, is Ossan Elm (translator note: 
Ossan is a title like “Uncle” or “respected person”)…. 
DM: By the way, the king's name is Fahn, who is 
praised as the White King of Valis. 
Parn: Hey, somebody write this down. 
Etoh: We tell the king all the details. Everything we 
know, such as the story of the picture in "Cipher’s 
hideout", the magic spells she used, and the name of 
Karla. 
DM: He listens intently. When the name Karla comes 
up in your story, the court magician reacts, repeating 
the name Karla, and saying “That’s not possible.” 
Then, his expression changes to a worried look, and  



 

 

 

 
he continues with a quivering voice. “La! I remember 
now. Isn't Karla the magician of legend whose name 
has been whispered for centuries? She is a great 
magician who is said to have changed the course of 
Lodoss’ history, and who is immortal. I thought she 
was just a myth, but now it seems she is a real 
person…” 
Slayn: Is that who she is? 
Parn: How can we defeat such a strong enemy!? 
DM: She is a difficult opponent. 
Deedlit: Well we have to do something. 
Wood Chuck: Gee, how are we going to defeat her? 
DM: King Fahn and Elm do not know any more details 
beyond what’s been said. 
Parn: I'll ask Elm if there’s a way to be sure that 
woman is really Karla. 



 

 

 
 
DM: “I don't know, but if you visit the great wise man 
Wart, he may know how to be sure. After all, the 
great wise man seems to have all the knowledge of 
the world, as well as great wisdom.” 
Parn: Well, a new name has come out. I wonder if he 
is also a magician? 
DM: That's right. Elm continues, “Someone must visit 
the Great Sage Wart and ask him about Karla, and 
about the approaching Marmo army. Until the day of 
the decisive battle, there will be many shadows. If it is 
Karla and she is on the side of Marmo, then there is 
almost no chance of winning.” 
Parn: Alright, I understand. That mission is to be 
undertaken by us. 
DM: “Thank you.” But the king is reluctant at your 
request. The king does not fully trust you, and he 
wants to test your ability. You see, on the way to 
Wart’s House, there is a large tunnel built by the 
Dwarf clan, formerly known as the "Southern 
Dwarves". You have to go through that. The dwarves 
in the south have almost been wiped out, and various  
 



 

 

 
monsters now inhabit the tunnel. Therefore, he wants 
to be sure you will be able to break through it. 
Wood Chuck: That's somewhere I don't want to go. 
Parn: I'll do it if I want to do it! If I'm going to be the 
king. Let's go. I look at Princess Fianna, and say “I'll do 
it for you.” 
DM: Your response makes the King smile. The king 
turns to Elm and begins to talk in whispered words. 
The Princess says, "I'll be waiting for you” with a 
smile. 
Parn: (Yeah, there's a pulse! Now I’ll be the next king) 
DM: Eventually, the conversation between the king 
and the magician comes to a resolution, and Elm nods 
at you, and says --- “I believe in your courage and 
ability. However, in order to send you to the home of 
the great sage, the king and his knights who line this 
hall must be convinced as well. Therefore, we would 
like to give you a trial. If you fulfill this test, you will 
convince the king and the knights, and it will serve as 
proof that you have the ability to go to the mansion of 
the great wise man. Will you take the test? 
Slayn: We will, thank you. So, what kind of trial is it? 
Parn: I don’t care what kind of trial it is. I accept! 
DM: Good. So, the trial given to you is the 
“extermination of the Minotaur!” 
Deedlit: This is a side quest, isn't it? 
Ghim: Hmm, the Minotaur is a strong enemy. 



 

 

 
When creating a "D & D" scenario, in the 

same way that you have to be careful when you 
introduce magical items, you need to be careful to 
select enemies that match the abilities of the 
characters. Whether the monster is strong or weak, 
the goal of the game is to be challenging and fun.  
This shows the DM’s skill, and the goal is to craft a 
satisfying experience through simulated battles 
between the characters and monsters which feels real. 
 

At the time of the first scenario (the second 
installment), the Giant Ant was defeated quickly, 
while on the other hand, facing the kobolds and the 
skeletons became an unexpected struggle. Well, this is 
also very interesting, but when you push it, the game 
becomes a mess. 
 

What is really being tested are the good 
decisions of the players. In other words, you can 
choose to ignore bad die rolls if at least the characters 
are making wise decisions. For this reason, the DM 
should roll the dice so that the players cannot see the 
results. 
 

For example, if an orc defeats a player with a 
single blow in the early stages of an attack, that 
player will be out of the rest of the story. That’s not 



 

 

good for the story or the game. So, by taking a little 
liberty with the results, you can leave the character 
alive with 2-3 hit points. The player feels the danger, 
but the game goes on.  
 

However, you should avoid any actions that 
cause the players to suspect you’re manipulating the 
game. For example, if Parn is being particularly 
annoying, you can’t just kill him arbitrarily, or because 
Deedlit is cute, you can’t prevent her from being 
injured. If you do this, the players will stop trusting 
you and not enjoy the challenges of the game. 
On the other hand, if you catch a player manipulating 
the results of the dice, it’s not necessary to always call 
them on it. Use your best judgment and remember the 
highest requirement of an RPG is that both DM and 
players enjoy the game. 
 
DM: After your audience with the king, you go to a 
separate room with Elm and hear a detailed story 
about the extermination of the Minotaur ...  

If you go south from the capital city, you will 
find the mouth of the Valeria River. There is a great 
stone triangle nearby, and the entrance to a small 
labyrinth is at its base. This labyrinth was ordered 
built by the predecessor to the current king of Valis at 
the foot of his palace.  
 



 

 

 

 
The story of why the labyrinth was built is 

long, but Elm distills the essence down for you. The 
previous king was old when he came to power and did 
not sire an heir till very late in life. Then, in the new 
year, a prince was born, but his mother was ill and 
died in childbirth. The child was beautiful and healthy 
and raised with great care. 

When the prince was 10 years old, the king 
took him hunting, but suddenly, the Minotaur 
appeared from the woods, startling the hunting party. 
The Minotaur killed the Prince. The priests tried to  
 



 

 

 
use "raise dead" on his body, but alas, the prince did 
not come back to life. 

Sadly, the king went mad and believed that by 
capturing the Minotaur, he could somehow bring 
back the Prince. He had the court magician capture 
the Minotaur and made a great labyrinth in the 
Triangle, detached from the palace where it was 
allowed to live. Not only that, but every year he sent a 
flower-bride to the Minotaur - a young daughter of 
the realm sent to the labyrinth as a sacrifice. In the 
end, a vassal who sought the kingdom for himself rose 
up against the old king.  

The court magician who was the old king’s 
friend cast a spell. The magician, the upstart and the 
old king all vanished forever. 

After that, in order to calm the disturbed 
kingdom, Fahn, who was a holy knight, was 
recommended by the people and vassals of Valis to 
become its king. Since Fahn has only a daughter, he 
intends to choose a man who is suitable to be king 
from among his knights, who will succeed him to the 
throne. But, he doesn't seem to want to marry his 
daughter to any of his current knights. 
Parn: (Oops, I hadn’t even asked yet) 
Slayn: That's some deep backstory. You took a little 
from Greek mythology. 
 



 

 

 
 
DM: Of course. I like mixing real mythology into the 
setting. Well, let's continue with Elm’s story. Other 
monsters have begun to live in the labyrinth, aside 
from the Minotaur. King Fahn has been growing 
concerned. However, due to the war with Marmo and 
the injunction of the former king, the extermination 
was delayed. However, you are suitable to undertake 
the quest because you are outsiders. In addition, this 
will give the King an opportunity to evaluate your 
characters’ worthiness to undertake the quest to 
travel to the home of the wise sage Wart. A mission 
you might not be ready for yet. 
Etoh:  First Karla and then this mission from Elm. 
There’s something strange going on. 
DM: Um, do you sense that? There’s certainly dark 
magic involved. You're not alone in this. Perhaps 
there is a pattern.  
Deedlit: I'm sorry, that’s the connection, isn’t it? The 
former king's court magician, was a “wise man.” 
DM: (Ho ho! Still sharp) Mmm hmm, you’ve hit the 
next scenario's backstory. However, there’s more to it 
than just that, though this is at its core.  



 

 

Deedlit: I think I understand. Anyway, DM’s like to 
connect the dots and it’s not hard to make the 
connection between that and King’s Fahn’s test… 
DM: (She’s always reading into things. Be careful) 
Well, that's the end of Elm's story. 
Parn: Well, I'm going to make preparations to depart! 
DM: OK. Then, the next day, you are sent by ship to 
the triangle. The ship turns back and you are left 
alone. Each person has been given a week's worth of 
food, and a way to send a signal that the mission has 
been completed, or in the event you give up. 
Parn: Then, let's go to the entrance of the labyrinth. 
So, do we just arrive? 
DM: That’s not the case this time around. On the way, 
3 lizardmen emerge from the path ahead of you and 
block your way… 
Etoh: What's the reaction of the enemy? From this 
point on, my spell is "Cure Light wounds" twice. 
Slayn: Mine are "Sleep" and "Ventriloquism." 
Deedlit: I memorized "magic missile" and "Charm 
Person". 
DM: Understood. One of the lizard men speaks words 
that you don't understand. 
Parn: Hmmm. No one knows the Lizardman language. 
Slayn: I speak in Common. Does that work? 
DM: The Lizardman says, “You go back to your own 
territory.” 
 



 

 

 
 
Parn: I reply, “We cannot go back until our work here 
is finished.” 
DM: “Well then, we will fight.” 
Parn: I, Ghim, and Deedlit will take on the Lizardmen 
as a team. No magic is needed here. 
The battle was well won, although Parn suffered three 
hit points of damage. After continuing for a while, 
they finally arrived at the entrance to the labyrinth. 
DM: There is no door to the labyrinth, just a huge 
hole in the ground. Within, the stairs descend into the 
dark earth. It has a grand atmosphere. 
Etoh: I take my lantern in my right hand. Then, we go 
down the stairs carefully. 
 
 



 

 

 
DM: When you go down the stairs, the tunnel 
stretches straight ahead of you. The walls are 
engraved with artistic reliefs. 
Parn: Let's go straight. The formation is the same as 
always. 
DM: As you proceed straight, you hear a slapping and 
slurping sound from ahead. 
Parn: I hold my shield and draw my sword. 
Ghim: I'll be on the alert with my Battle Axe. 
DM: There are 5 lizardmen. They all have swords. 
Slayn: Five of them are very strong enemies, aren't 
they? I'll cast Sleep. 
DM: Sleep. How many levels can you sleep? 
Slayn: Yeah. It's 8 levels. 
DM: That would sleep four. The last one runs away. 
Ghim: We can’t let it escape. I chase it. 
Etoh: We’re facing a lot of opposition from the very 
beginning. This is going to be a tough challenge. 
 

The determined Ghim set off to follow the 
lizard man. However there was no need to chase after 
him. The party heads deeper into the unknown depths 
of Minotaur's Labyrinth. Are there more monsters and 
traps waiting in the dungeon built by the Great Sage 
Wart? With great courage and morale, the 
adventurers press on!! 
(Next issue)  



 

 

 
  

        About Lodoss 
This is the Dungeon Master’s (DM’s) corner. The results of the 
"Lodoss Character Popularity Vote", solicited for the last three 
months since the serialization started, are in! 
We will send a Comptiq original shirt that can be worn even in 
winter to 10 of the people who voted. Please continue to ask 
questions in this corner in the future. 
1st place / Deedlit ... 41 votes 
2nd place / Slayn… 25 votes 
3rd place / Parn… 16 votes 
4th place / Ghim ... 15 votes 
5th place / Etoh ... 7 votes 
6th place / Wood Chuck… 3 votes 
7th place / DM… 1 vote 
7th place / Karla ... 1 vote 
Kamada Hen-san's postcard from Kyoto. 
    This is awesome! 
 
D & D is a trademark of TSR. Inquiries regarding D & D 
Destination: Shinwa Co., Ltd. T 03-861-8983 
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   D&D Magazine Live 
   Written by Hitoshi Yasuda     
   and Group SNE 
   Illustrations by  

    Yutaka Izubuchi 
 
 
 
 
 
 
 
 
 
 
 
 

This is the 6th installment of "D & D Magazine 
Live", which is a complete reproduction of an actual 
game of the "Dungeon's Dragons" RPG. At the 
command of the White King, the six brave heroes have 
been sent to exterminate the Minotaur in its dungeon. 
But is it a trap by the king and will they survive!? 
 
  



 

 

 

 
The Cursed Palace of the Minotaur 

 
Lodoss, an island of war, where two major 

powers, one good and one evil, compete. Six brave 
heroes travel across this island in search of great 
fame, wealth, and leveling up. After a short period of 
adventuring, they saved the princess of Valis and were 
allowed an audience with her father, the king. There 
they were challenged by the king who told them, "you 
must defeat the Minotaur." The brave heroes now go 
deeper into the labyrinth of the monster... 
 
Dungeon Master (DM): Well, let's continue. 
Parn: All right. I call after Ghim not to chase too far. 
We don’t know what’s waiting for us down there. 
Ghim: In response to his voice, I stop. 
Parn: Let’s form a line as before, and proceed on with 
caution. I’ll hold the lantern. 
DM: As always we’ll use the Metal Figures ... OK, you 
move on. As you go a little further, the passage 
reaches a T-junction. To the left is a door. The lizard 
men seem to have put in this door. 
Etoh: And to the right? 
DM: The passage continues. 
 



 

 

 

 
 
Deedlit: I have to say, there must be a reason why the 
lizard men installed that door. For the time being, 
let’s leave the left side alone. It makes sense to 
explore the rest of the labyrinth first. 
Slayn: I agree. If we don't start finding some clues, 
we’ll never solve it. 
Parn: Alright, so right it is. 
DM: The passage runs straight 40 feet, then turns left, 
and immediately left again, going back. Another 10 
feet later there’s an opening to the right, while ahead 
of you the passage seems to dead end thirty feet 
ahead.  
Parn: Uh, Slayn, is the mapping going alright? 
Slayn: Yes, it’s fine. 
DM: (Except for the map itself) Wow. That's not it at 
all!  
 

The DM and Slayn took a few minutes to clean 
up the map. 
 
Wood Chuck: It's a labyrinth. 



 

 

 
Parn: I know, but it's just a matter of trying different 
passages until we find the right one. 
DM: As you walk down the hallway, you find a hidden 
door the hard way. Before you could spot it, the floor 
opened, revealing a drop into a deep hole. The first 
two, Parn and Ghim, each roll a 20 sided dice below 
your dexterity, to see whether or not you were able 
to avoid it. --- Hmm, Parn is successful but Ghim 
failed. Well, Ghim dropped it into the hole. You 
sustain 5 damage. 
Ghim: Well, I'm unconscious. 
Parn: I knew we should have gone the other way at 
the last intersection. From now on, I’m going to take 
my time and check the floor ahead before stepping 
onto it.  
DM: Understood. You go on slowly and cautiously. 
 

They went on and on, and ran into traps one 
after another. One of the traps was a giant boulder 
like in the "Raiders" film. Only Ghim was injured by the 
boulder… 
 
Deedlit: The dwarf isn't very fleet footed. 
Etoh: Anyway, I’ll cast my first "Cure Light Wounds" 
for the game. And I roll the lowest. Just two hit points 
restored!! 
 



 

 

 
 
Parn: You have been forsaken by God. However, since 
we’ve found four doors up to this point, I think we 
should go back and open the first one. 
DM: Alright, so you go back. Who opens it? 
Parn: I’ll open it. Die Minotaur! 
DM: (Over-excited guy!) Despite your yell, there's 
nothing inside. 
Parn: I'm going in. 
DM: As Parn enters, the inside of the room glows 
orange. Then the figure of a man appears in the 
middle of the room. The three-dimensional image 
looks at you and speaks. “Did you come to find the 
Minotaur? Did you come to break the King’s curse? 
Deadly traps are waiting for any evil invaders but only 
one will lead you safely to the monster's lair. Go back, 
unless you want to die! 



 

 

 

 
 
 



 

 

 
Slayn: Well I guess we've been warned. 
Deedlit: If you listen closely, it was a hint. All the traps 
have been set up on the other paths, but the one path 
that leads to the Minotaur’s lair has no traps. 
Etoh: Oh, I see. It's a strange way to explain where the 
traps are and aren’t. 
Deedlit: Wart was giving the hint in the guise of a 
threat. He created a labyrinth for the king and left this 
clue for any brave heroes who might come to defeat 
the Minotaur. It’s the same as Wart’s crystal warrior. 
Parn: Was that Wart, then? 
Deedlit: That or a manifestation of our DM. 
DM: You can’t read anything into the personality of 
the DM. Your character doesn't know about the DM. 
Deedlit: Well, it's the principle of this world. The DM 
= God. 
DM: It's a little different. The DM can certainly do 
anything, but only within the rules. DMs can enjoy the 
game, but they have to restrain themselves. In my 
case, I don’t change things arbitrarily. I stay loyal to 
rules of the fantasy world. 
Ghim: That never stops most DMs. It’s a kind of 
illness. 
Parn: I know where you’re coming from. 
Slayn: Can we just continue… 
DM: (Yes, please. That’s why we’re here) 
Etoh: Then, let's go to the next room. 



 

 

 
DM: Okay. Roll for surprise. 
Parn: ... Okay, I'm not surprised. What happened? 
DM: You’ve found a woman. She’s alone in the room.  
Slayn: Well, I don't think it's Karla. 
DM: It seems to just be a young woman. 
Deedlit: Huh? 
Parn: Let's talk to her. “Who are you and why are you 
here?” 
DM: “I am a sacrifice to the Minotaur. Otherwise, my 
village will be destroyed... And you are?” 
Parn: We’re passing through. 
Slayn: We’re adventurers. 
DM: The woman continues her story --- “Did you 
come to defeat the Minotaur?” 
Wood Chuck: Hehehe, “In fact, we did.” 
DM: “I'm grateful for that. My village will thank 
anyone who defeats that monster.” 
Parn: Thank you. You should go home now! 
DM: No, I can't go home without seeing the Minotaur 
overthrown. 
Parn: Hmmm. Do we take her with us? 
Deedlit: Suspicious woman. There's something not 
right about this! 
Parn: There’s nothing in this room. Alright, she’s 
coming with us. 
Deedlit: Please wait a moment. Before that, I cast 
"Charm Person" on the woman. 



 

 

 



 

 

 

 
 
Wood Chuck: What? 
DM: (A spell?) Deedlit casts her spell on the woman, 
but it is repelled. Nothing happens.  
Deedlit: This is a monster that can resist magic! 
DM: The woman seems confused for a moment, but 
then immediately begins to laugh. In a terrifying voice 
she says, “You figured it out!” The woman's face 
becomes that of Deedlit! 
Slayn: A Doppelganger! 
DM: The Doppelganger immediately launches an 
attack aimed at Deedlit. No initiative can be taken 
except by Deedlit. Deedlit, roll your dice. 
Ghim: The fight is on! 
DM: Hmm, dice roll is 2. Deedlit goes first, right? 
Deedlit: You're damn right I go first. Damage is 5! 
DM: The Doppelganger misses. Okay, next person – 
oops. Ghim you have to guess which is the real 
Deedlit. Luckily you choose correctly.  The damage is 
7. The next round begins. 
Deedlit: I'm screaming that it’s imitating my face, and 
wielding my sword--hit. The damage is 4. 



 

 

 

 
 
DM: Parn is confused. He attacks. Three hit points 
damage to Deedlit. 
Ghim: At least I didn't do that. 
DM: Next. This time the Doppelganger is quicker. 
Attacking Deedlit --- missed. 
Parn: Alright. 5 hit points damage. 
Deedlit: I hit too. Damage is 6. 
Wood Chuck: Way to go! 



 

 

DM: Umm. The Doppelganger collapsed (as usual, 
their luck is strong). 
Parn: Alright, on to the next room. 
DM: There is nothing in the third room. However, 
there is a picture on the wall. It's like someone's 
heroic story. And there’s a gorgeous desk and bed 
covered with dust. 
Wood Chuck: Alright, it's my turn. I explore the inside 
of the room. 
DM: (Rolling dice) Nothing is worth much. 
Parn: Hmm, it's a dead end. 
Deedlit: That's it! There was a hint earlier. Let’s go 
back to the pit trap and check the other side of the 
hallway. We never went down that corridor after 
falling into the hole. Let's search the walls on the 
other side of the passage. 
Parn: I slip past the hole, staying to the side and go to 
the end, and look for a secret door. 
DM: You found one. 
Slayn: Yes, it's time to confront the Minotaur! 
 

However, before they got to the lair of the 
Minotaur, they had to go through many more trials. 
Fortunately, the giant rats and the owl bear were 
easily avoided because of the stealthy scouting of 
Wood Chuck. Even though it's a monster, it doesn't 
always have to be attacked.  They were steadily 
finding their way around the labyrinth, until... 



 

 

 
DM: Alright, when you open the door, make a roll for 
surprise. 
Parn: I’m not surprised. 
DM: Well, you surprised what’s on the other side. 
Parn: Alright, it's a miracle ... What happens? 
DM: Well, here’s the surprise, you’re not attacked. 
You’re surprised by what you hear! Your enemies are 
Shriekers (a monster who starts screaming when a 
person approaches)!! You surprised them. They start 
screaming, Eee Eee. 
Slayn: The screaming voices of the Shriekers, was that 
the case? Oh, it’s horrible. 
DM: Eee Eee Eee !! 
Parn: Quick, close the door! 
DM: …. 
Deedlit: It's possible that a monster might come with 
the sound they’re making. 
DM: Huff, huff, huff, a monster is indeed coming. It's 
a shadow, like a black nothingness. 
Etoh: It's a Shadow, isn't it? 
Ghim: You can’t fight it unless you use a magical 
weapon. This is a job for Parn and his magic sword. 
Parn: Hmmm, I’m on it. I rush the shadow! 
 

The shadow was defeated by the magic sword 
and Parn only took one point of damage. 
 



 

 

 
Parn: Let's keep moving. 
DM: Understood. You go 20 feet, turn to the left for 
another 30 feet. From there, it continues 50 feet. 
Parn: I keep going. 
DM: It ends 10 feet on the right. Only here, the color 
of the floor and walls is red.  
Deedlit: Why is it red? 
Parn: I don’t care. My policy is ‘go to the left without 
looking!’ 
Etoh: Great policy .... 
DM: You continue 30 feet to another door. 
Parn: I open the door. This is it!  
DM: Not quite! There are two ghouls inside. It's a 
fight (so far they’ve been having it easy). 
Etoh: First I’ll try "Turn Undead" --- Damn, I failed! 
 

 



 

 

 
Wood Chuck: Some cleric. You can’t turn the undead 
and can't heal anyone. 
Etoh: …. 
DM: Anyway, it's a fight. One goes after Parn and one 
goes after Deedlit and Ghim. 
Parn: Alright, rolling for initiative. I have 5. 
DM: Theirs is 4. Parn swings--- Hits. Damage is 8. 
Deedlit misses, so the other gets to attack. It aims for 
Deedlit --- hit, damage 1. Since Deedlit is an elf, the 
special attack (paralysis) is ineffective. Then, Ghim-
san, your turn. 
Ghim: Hit! It's 6 damage! 
DM: Round two. They get first initiative. First of all, 
Parn, miss, miss, miss --- I forgot, the ghoul attacks 
three times with both hands and bite. The other 
attacks Ghim this time, and misses, hits, and misses. 
The damage is 3, and roll a saving throw against 
paralysis.   
Ghim: Uh, I failed! 
DM: Yeah. You’re paralyzed. 
 

Ghim fell down till the next round, but in order 
to cure the paralysis of Ghim, Etoh used a cure light 
wounds spell. Etoh's magic was not enough to heal 
him fully. 
 
 



 

 

 

 
 
Parn: We’ve taken a few scratches, and there aren’t 
many spells left to be used. I wonder if I’ll have to 
fight the Minotaur alone, Hohoho. 
Etoh: If I can’t do it, we should use a healing position 
for Ghim with his small number of hit points. 
Ghim: I'm sorry. 
Wood Chuck: Now it's time to fight the Minotaur!! 
DM: The next door is a double-door with a big 
engraving on it. 
Parn: This has got to be it. I open it and burst in! 
Etoh: Wait a minute. Let's set up a strategy before 
that. It's okay for Parn and Ghim to burst in, but what 
about the rest of us? 
Deedlit: I’ll use "Magical Missile" and rush with my 
sword. 
Wood Chuck: I’ll attack with my bow. 
Etoh: I’ll attack with my mace. Since I have no magic, I 
also have to fight. 
Parn: Alright, attack! 
DM: OK. When you open the door, the inside is a 
fairly large chamber. The size is 20 feet wide and 50 



 

 

feet deep. Continual lights shine on the walls on both 
sides, and the inside is very clear. In addition, there is 
a strange monster in the back, with the upper body of 
a bull and the lower body of a human. The monster 
notices you, and immediately charges. 
 

 



 

 

 
Wood Chuck: First of all, I make a ranged attack with 
my bow and arrow. I Hit! Damage is 4. 
Deedlit: Next is my Magic Missile, isn't it? Since this is 
inevitable, I roll the damage for 3. Then, I draw my 
sword and charge. 
Parn: My turn, I charge from the very beginning. 
Slayn: I'll hang back and observe. This may be a long 
fight... 
Parn: Hey! 
DM: Then, in the next round, it's close combat. Roll 
for initiative --- Okay, the Minotaur goes first. By the 
way, the Minotaur has a club in one hand. He attacks 
Parn and hits! 5 damage. 
Parn: Double-crap! I only have three more hit points. 
Well, I hit him back. 7 damage. 
Etoh: I miss. 
Ghim: I swing my battle axe! Hit! Subtract 6 hit points. 
DM: (The Minotaur had 37 hit points, but he’s down 
to 17. Still he’s a powerful adversary.) Next round. 
From this time on, Deedlit may also participate in the 
attack. The Minotaur has the initiative. Aiming for 
Parn again --Oh, he got him. Parn is dead. 
Parn: Ummmmmmmm, I'm sorry!! 
Etoh: I’ll avenge you, Parn! …and I missed. 
Ghim: I missed too. 
Deedlit: I pick up Parn's sword and swing. The magic 
sword makes the difference. Hit. 7 damage. 



 

 

 
DM: Next is the Minotaur-san’s attack. Aiming for 
Ghim --- hit, 5 damage. 
Ghim: I'm out with a single blow. This attack is ... no 
good. 
Etoh: I don't wait--and, I missed. 
Deedlit: Die monster! Hit !! Damage 6. This sword is 
good, isn't it? I might keep it for myself. After all, 
Parn’s dead. 
Parn: You’re heartless! 
Slayn: Nobody can hear you, dead man ... 
Parn: …. 
DM: Next turn. 
Etoh: I didn’t hit. 
Ghim: I didn't hit either. 
Deedlit: I hit. It's about time! The damage is Max, 10 
points! 
DM: Hmm, the Minotaur is dead. 
Deedlit: We won. Now, we have to hurry back. 
Wood Chuck: Wait. Is there anything in this room? 
DM: There's a big chest in the back of the room. 
Wood Chuck: First, I’ll open it. This time there better 
be a big harvest and lots of money. 
Slayn: Well done, well done. I don't know what to do 
while we wait. I think I’ll use "ventriloquism" on the 
corpse of Parn. This way, the corpse can join the 
conversation. (Laughs). Let’s just say that. 
Parn: (You guys ~~~ !!) 



 

 

 
They had defeated the Minotaur and gained 

great wealth and many magical items. However, the 
day of the decisive battle between Marmo and Valis 
was closing in. They still had to visit the mansion of 
the wise man and hear the true identity of the 
mysterious witch, Karla and the truth about Marmo.  
After reviving Parn, the brave adventurers raised their 
levels in the capital of Valis and headed for the hall of 
Wart. 
 

However, until then, there are many dangers 
ahead, above all, the "great tunnel of the dwarves" 
where demons are waiting for them. 

The next installment will be turbulent. See you 
next month!  
(Next issue) 
 
  



 

 

 

About Lodoss 
Welcome to the Dungeon Master’s corner. This month is 
the second installment with answers to readers’ questions. 
 
Q: How is Etoh's armor class 1? And in the November issue, 
what is the procedure Slayn used to cast Sleep?  
(Shiriga Aida. Akita Prefecture) 
A: Etoh has a shield and plate mail, and there is a bonus for 
his dexterity, so his armor Class is 1. He wears his armor 
under his loose-fitting robe. 
The procedure for the sleep spell is as follows. (1) Declare 
you are casting sleep (2) Sleep is a spell that puts enemies 
up to the level of two eight-sided hit dice to sleep. (3) The 
total level of enemies Slayn could Sleep was 5. There were 
3 enemies at level 3, so only 1 person falls asleep. The 
other two are still awake… 
 
Q: I'm having trouble with a character who keeps giving me 
seductive looks. 
(Saga Prefecture, Kazuyuki Hashimoto) 
A: Pretend it’s a charm spell and resist. You won’t die, but 
don’t flirt back. 
 
Q: Isn’t the saving throw against magic, different from a ray 
of death? 
(Koichi Takashi and Hoka Takashi (Hiroshima Prefecture) 
A: I'm sorry. I was wrong. Sorry for the inconvenience. 
As this space continues to improve, we are planning to 
continue the Q & A section next month. Please send your 
questions and thoughts to “Lodoss Q&A” care of the editor. 
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In this installment, the six familiar heroes 
must travel through a massive underground tunnel 
that is home to many monsters. Can they clear this 
shrine!? This is the 7th exciting episode of a series 
that captures the actual play of a Dungeons & 
Dragons game.  

 
This story reveals much about the big picture 

and you should read it at once!! 



 

 

 

 

The Great Tunnel of the Dwarves 
 

Lodoss Island, a land of war, where two major 
powers, one good and one evil, vie for supremacy. Six 
brave heroes travel across the island in search of great 
adventure. They fulfilled a quest, "The Extermination 
of the Minotaur" given by the White King, to prove 
themselves worthy to set out for the mansion of the 
Great Sage Wart, who may hold the key to ending the 
war. 
 
Dungeon Master (DM): Now, before leaving to find 
Wart, you should clean up after your last adventure. 
The previous quest had high yields, and you each 
earned enough experience points to raise your 
characters one level. Roll the appropriate dice to 
determine your additional hit points. Also, because 
Deedlit and Slayn have reached a new Level, they can 
now learn 2nd level spells. And the values of the 
saving throws for Parn, Ghim, and Deedlit have 
improved. There were several characters who did not 
have a good To Hit bonus, and this is a big 
improvement. Oh yeah, and the magical items you 
found are also available for distribution. 
 



 

 

 
Etoh: We should have the items we’ve found 
examined and distribute them. Then we can sell the 
things that are not necessary. 
DM: Mmm Hmm. The items were examined by the 
avuncular court magician. These are the ones that 
were magical… (I show the players a list of the magic 
items that I made after the last game). 
Slayn: That's amazing.  
Wood Chuck: Let's talk. What does everyone want? 
 

Finding a magical item during a quest is 
exciting for the characters because they are often very 
powerful and useful. Of course, there are times when 
everyone wants the same item but you need to be 
careful about how they are distributed. I think it is 
best to consider which character could make the best 
use of the item, but if it still remains in dispute, settle 
the issue with dice or by other means.   

 
For example, magic armor and shields should 

be given to the fighters. Magic swords should also be 
given to the fighters. If an item has an alignment 
bonus, it should go to someone with that alignment. 
On the other hand, any item that anyone can have 
should be given to the thief or the cleric. Of course, 
scrolls, wands, staffs, etc. are items that should be 
passed on to the magic users. 



 

 

 
In the end, each character received the 

following magic items: 
 
Parn: 

・ Two Handed Sword +2 

・ Plate Mail Armor +2 
Ghim: 

・ Plate mail +1 (for dwarf) 
Deedlit: 

・ Sword +1 "flame-on-command" (a sword that 
emits flames from its blade on spoken command) 

・ Shield + 2 
Etoh: 

・ Mace +1 

・ Shield +1 
Wood Chuck: 

・ Sword + 1 (the one that Parn had) 

・ Elven Boots 

・ Bag of Holding 
Slayn: 

・ Magical Staff of Power (Powerful Magic Wand) 

・ Crystal Ball / ESP 
 

In addition, specific potions were reserved for 
the party, and the rest of the items were sold for gold. 
The money was used to prepare for the next trip, and 
the party was ready to go. 



 

 

 

 
 
DM: This time you won’t just arrive at your 
destination. Because you're at level 4, you're going to 
get a wilderness adventure. 
Parn: Well… we’re not that strong. 
Slayn: There’s nothing wrong with that. Danger is the 
best part! 
Ghim: That's right. It’s the spirit of adventure. 
Deedlit: Here, here! 
Slayn: That's easy for you to say. I'm still only level 3. 
 

I wrote a little bit before regarding outdoor 
adventures. An outdoor adventure can include 
travelling from one place to another, or staying in an 
inn, etc. It can be a sudden encounter while walking 
through town. It can be a theft or the purchase of 
goods or the acquisition of a map or joining the 
defense of a caravan under attack. The way of doing 
an outdoor adventure is the same as a dungeon 
adventure, and is also part of the scenario. The best 
situations are those prepared ahead of time, but 
which feel spontaneous. 



 

 

 
In this series, several outdoor adventures have 

been done already (do you recall what happened at 
the first inn in the beginning?) but now at the Expert 
level they will also include encountering monsters in 
the wilderness. Of course, the danger has increased 
immensely, but as far as the players are concerned 
they are simply traveling through the countryside. 
 

On the very first night, the party was attacked 
by a wolf while they were asleep, and no one had 
been assigned to keep watch. 
 
Etoh: It's basic common sense that we need to keep 
an eye out at night. 
Ghim: Yeah, that was a lesson learned. It was a strong 
enemy, and we all took damage. 
Wood Chuck: But a spell can’t be learned without 
sleep. 
Parn: Is that supposed to be a proverb? 
Slayn: No. He means it. I can’t stand watch. 
Deedlit: It’s like not getting enough sleep at night is 
bad for your skin. If you can't get rid of your 
exhaustion, you can’t use your magic the next day. 
Etoh: Well, I certainly need my sleep too. 
Wood Chuck: Yeah, me too. 
Parn: Hang on! The thief works best at night. 



 

 

Ghim: Well, that's settled then. Wood should stand 
on the first watch, which is the safest. I’ll take shift 
No. 2 and Parn is No. 3. 
Parn:  Okay, from now on when we camp, we’ll stand 
watch in this order. 
DM: Wow, what a rude awakening. Well, the night 
was long, but now it’s morning. 
Parn: Okay, we’re off!  
 

 



 

 



 

 



 

 



 

 



 

 



 

 

 
  



 

 

 

 
Thus, the party continued their journey. Their 

aim was "the great tunnel of the dwarves," but even 
more difficulties awaited along the way. 
 

During their trip, they were forced to fight 
monsters every third day and in the village where they 
stayed, the village head's daughter asked them to get 
rid of a troll. The temple that they stopped by for 
prayer was actually a temple of evil, and it ended in a 
battle. 
 

However, along the road they were able to 
pick up some rumors about the mysterious witch 
Karla. They learned the following: 
 
 



 

 

 
Thirty years ago, Lodoss was filled with war as 

many small kingdoms split off and vied for power with 
one another. In the midst of that war, one king of a 
small country that was on the verge of defeat decided 
to brave "the deepest dungeon in the world.” He went 
there to try to get the help of a devil by opening a 
portal that was sealed at the bottom level of the 
dungeon called the "Demon Gate." 

 

 
 



 

 

 
However, due to a mistake, the demon was 

unleashed on the land. Of course, a number of the 
kingdoms were wiped out, and the entire island of 
Lodoss nearly destroyed. Everyone was struck by fear 
of the accursed island. 
 

At that time, various races such as humans, 
dwarves, elves, Halflings and gnomes united and 
collaborated with each other. An army was raised. The 
demon, which was not completely prepared to control 
the island of Lodoss, was pushed back. In the end, 100 
brave men rose to the challenge to close the "Demon 
Gate." They fulfilled their mission, but only six 
returned. 
 

Among them were the White King of Valis and 
the wise man, Wart. They are heroes, still well known 
on the roads. It is an often told story. However, among 
these six heroes, there was one unidentified magician 
with an unidentified surname, and this person was a 
human being. There are some people who speculate 
that person to be... 
 

The latest information about Karla is that she 
entered a temple and stole one of its treasures. It is 
said that the daughter of the priestess of the temple 
(a high-level cleric in her own right) is missing. 



 

 

 
In the meantime, the level of the party 

continued to rise because of the rugged journey and 
many battles.  
 

Deedlit was at level 5, while Etoh and Wood 
Chuck and the others were at level 7. As a result, 
powerful spells such as "Fireball" and "Lighting Bolt" 
could now be used. Then, they arrived at the entrance 
of the large tunnel they were aiming for. However, 
what will they do now...!? 
 
 

 



 

 

 
 
DM: At last, you’ve found it. There’s no doubt, it’s the 
Great Tunnel of the Dwarves. 
Parn: I really feel like we've arrived. 
Slayn: Well, what are we waiting for? 
DM: Huff Huff Huff. Before you take another step, you 
see five people waiting there. 
Etoh: Of course there are. But who are these 5 
people? What do they look like? 
DM: It's the same kind of party as you. In other words, 
there are those who wear plate mail, and conversely, 
those who do not wear armor. To be precise, four are 
in armor and the remaining one is in a robe. Then, 
one of the men in armor, who seems to be their 
leader, lowers the sword he is holding and takes a few 
steps toward you. 
Parn: Okay, I'm going out a couple of steps toward 
him. 
Wood Chuck: That’s the way, leader! 
DM: The man speaks to Parn --- “You must turn back. 
We serve Karla-sama. 
Slayn: “Oh, you're Karla's minions. You must be strong 
opponents.” 



 

 

 

 
 
DM: “Karla-sama said she cares about you. She 
doesn’t want to continue this futile dispute. She gives 
you one last chance. Become our allies and discover 
the great rewards. If you refuse our offer, there is 
only miserable defeat and the finality of death for 
you. Think carefully! Choose to die here or swear 
loyalty to Karla-sama.” 
Parn: “Oh, we heard what you said. But we can't team 
up with the evil side. Even if it sounds sweet, it’s really 
rocky!” 
Deedlit: He’s pretty full of piss and vinegar, isn’t he? 
Ghim: I'd almost forgotten that Parn was lawful. 



 

 

Parn: Um ... 
DM: The man shakes his fist. “I don't work for that 
madman King of Marmo. We serve Karla.” 
Parn: Even so, we can’t support Karla’s plans either, 
whatever they are! 
DM: (This is perfect) I don’t know what they are 
either. But you and your allies should think well on 
what I have said. Now, what is your answer!?  
Slayn: Ah ~~. 
Parn: Our answer has been given. No more questions. 
Prepare yourselves!! 
Wood Chuck: I don’t remember getting a vote... 
Ghim: He's a domineering leader. But the only answer 
is to fight, so we fight! 
 

A fierce battle ensued. First, the two magic 
users cast fireballs, then the fighters entered close 
combat. Slayn used his magic shield to deflect the 
magic missile of the enemy magician, which reversed 
the target of the magic missile back on its caster, 
defeating him. 

 



 

 

 
At first, Parn struggled one-against-two, but 

with the help of Deedlit wielding her sword of fire, 
they overcame them. Ghim steadily damaged his 
opponent (with +3 strength bonus). The two clerics 
healed the wounds of the fighters as long as they 
could, while casting hold-person, silence, continual 
light, etc., providing support for the fighters. 
 

In the end, the large number of magic users 
among the heroes was the winning factor, and they 
defeated the NPC party (Wood Chuck was successful 
with hide-in-shadows and spent most of the battle 
hiding). 
 
Etoh: We won, but it was messy. I used all my cure 
light wounds (healing minor injuries), and it is 
dangerous to enter the tunnel like this. The NPCs have 
been defeated, but we should take a day and figure 
out what we’re going to do before we go further in 
the campaign. 
Slayn: That's wise. I’m down to 2 HP. 
Ghim: Because I got hit by the fireball, I need a few 
days, not just one day, to heal my injuries. 
Wood Chuck: I'm not injured. 
Parn: That’s because you've been hiding since we 
started talking to them! 
Wood Chuck: Hehehehehehehe. 



 

 

 

 
 

After three days of camping to heal their 
injuries, the party entered the “Great Tunnel of the 
Dwarves.” In the tunnel, there were various monsters 
in their lairs, and the expansive size was like 
"Wizardry.” The tunnel was unusually long and 
seemed to have no outlet. 
 
Slayn: Hmm, haven’t we reached the exit yet? 
DM: Not yet. It’s only been a minute since you asked 
the last time. 
Parn: Well, I'm getting tired of it. 
Etoh: If you fight a battle, you won’t feel depressed. I 
wonder if we’ll encounter something new... 
DM: As the master, that sort of encounter can be 
arranged. 
Deedlit: Let's summarize the situation up to now --- 
Our aim is to defeat the witch Karla. I understand that 
to do that, we’re going to see a magic user who is 
against her, but is not her enemy. 
 
 



 

 

 
 
Etoh: That's right. Her level is probably over 20. 
What's more, she's rumored to be immortal. I think 
that Wart knows exactly how to defeat her ... 
However, regarding Karla, we seem to be overlooking 
something. I get the feeling there has to be some sort 
of surprise twist to what she’s doing. 



 

 

 
DM: …. 
Ghim: Anyway, one big key to who she is, is she's 
neutral. On this island she has some sort of 
organization running with her as the leader, 
manipulating the struggle between the two powers of 
order and chaos. Right now, it seems that she is on 
the side of evil, but if you look at her NPCs, they are 
not necessarily evil minions. 
Slayn: That's right ~. Even with the information 
gathered up to now, she doesn’t seem to draw a line 
between using good things and bad things. 
Parn: Crap, you guys are talking about this as if any of 
it is supposed to make sense. What's the point?!? 
Etoh: I think Wart knows. For the time being, it’s up to 
us to find a way to defeat Karla. Then help defeat the 
army of the "Dark Island" of Marmo. 
Deedlit: That's right! 
 

The most difficult thing for a DM is creating 
individual scenarios that link into a continuing story.  
But this is the most interesting thing about "D & D", 
and it highlights a DM's skill. 
 

Since "D & D" is a game that makes the 
characters stronger, if there is no continuing story it 
tends to get boring. 
 



 

 

 
By the way, the game that progresses in a 

continuous story is called a Campaign. To enjoy "D&D" 
fully, it is best to play a campaign game. 
 

What is indispensable for a campaign is a final 
goal. This can be hinted at from the very beginning to 
the players, or it can be revealed along the way. If the 
players are not veterans, it may be a good idea to lay 
clues for them to direct their progress. 
 

Then, once the target is recognized, the 
players will be able to move toward it. This is 
indispensable. Well, there are players who try to 
reverse the direction of the DM’s work, but I think this 
is very rude. But as the DM, you shouldn’t be too 
unreasonable in your decisions either. This is the basic 
etiquette for playing “D&D”. 
 
DM: Day 3 of the tunnel. It seems that finally this long 
tunnel is nearing the end. You feel that the air is 
moving a little, and the passage is getting wider. So, 
all the members here, make a saving throw. Hmm, 
some people have succeeded. Those who have 
succeeded sense that someone is watching you. 
Deedlit: ? 
Etoh: ? 
Slayn:  



 

 

 
DM: (Fools!) Eventually, the tunnel becomes much 
wider and more like a large empty cave. You can see 
it’s getting light ahead and you can feel the wind 
clearly. However, you also smell a horrible stench and 
hear a guttural gurgling. 
Parn: Hey, wait a minute! What the hell is that!? 
Deedlit: It's a monster, isn't it? It's probably strong. 
Etoh: A dragon!! 
Slayn: It’s here! 
Parn: If we defeat it, we’re dragon slayers! 
Wood Chuck: I wonder if it's good idea if I hide now. 
 

What is the great enemy that emerges at this 
time, which can easily fill a large tunnel!? Is it a 
dragon? The six hold their breath and slowly resume 
their forward movement. Whatever it is that waits for 
them, they have to get rid of it before they can reach 
"Wart’s House". 
 

Who is the Great Sage Wart, and what is the 
true identity of Karla, the magician of legend? And to 
learn these things, can the six brave heroes break 
through the imminent danger!? 
 

Next issue is the final episode of romance and 
excitement. You have to read it!! 
(To be concluded next issue) 



 

 

 
 

About Lodoss 
 
Welcome to the Dungeon Master’s (DM’s) corner. 
Continuing from last month, we will carry on with the 
Q & A. 
 
Q: In the November issue, you let the party gain a 
potion of heroism. It’s this a little soon to give them 
something so powerful? 
(Masahiro Kurosawa, Miyagi Prefecture) 
A: It is true that a heroism position is a powerful item, 
but on the contrary, even if the level is raised, it is not 
by that much. It is not permanent and I thought they 
would use it for the next enemy (you can only use it 
once). 
 
Now, let's take a look at the explanation of the 
magical staff of power of Slayn. With this item, you 
can cast Striking Staff, Fireball, Lighting Bolt, Ice 
Storm, Continual Light, and Telekinesis. The spells do 
not relate to the level of the magic user wielding it. 
It's really a great item! 
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D&D Magazine Live 
Written by  
Hitoshi Yasuda  
and Group SNE 
 
 
 
 
 
 
 
 
 
Illustrations by  
Yutaka Izubuchi 
 

This is an actual game of the RPG "Dungeons 
& Dragons,” reproduced as an installment of "D&D 
Magazine Live." Will this be the final chapter!? 
 

The six heroes finally arrived at the home of 
the Great Sage Wart to learn the terrifying identity of 
the legendary witch Karla ... The day of the decisive 
battle for control of the fate of Lodoss Island is at 
hand. 



 

 

 

 

The End of the Journey 
 

The day of the final battle between justice and 
evil for the supremacy of the Great Island of Lodoss 
draws closer every moment. To find out the identity of 
the great witch Karla, who holds the key to victory or 
defeat, our six heroes headed for the home of the 
great sage Wart. However, in their path, is the 
shadow of the strongest enemy yet. Will it be a 
Dragon...!? 
 
Dungeon Master (DM): Well, as you progress, the 
cave seems to end just ahead around the bend of a 
large curve. 
Parn: Alright, stop. Before we go out there, we need 
to consider a little strategy. 
DM: Oh, this is rare. Parn’s actually thinking about 
strategy. 
Parn: We think our enemy is a dragon. So, the plan is, 
everybody spread out and attack it. Someone will 
survive. 
DM: (Stupid!). 
Etoh: That's not a strategy. Anyway, we have to be 
sure our enemy really is a dragon. Someone has to go 
out there and find out.  



 

 

 
Deedlit: Who? 
Ghim: That's the role of the thief. 
Wood Chuck: Gee, why me? Hang on, if it's a dragon, 
I'll die with a single breath (flame, poisonous gas, acid, 
etc. whatever that dragon spits from its mouth)! 
Parn: You can move faster than anyone in plate mail. 
Wood has elf boots, and is the hardest to spot. 
Wood Chuck: If it sees me, I’m dead all the same. 
Slayn: I’ll cast the spell of invisibility on you. 
Wood Chuck: …. 
Slayn: Now, I cast the invisibility spell on Wood Chuck. 
DM: OK. To see if Wood Chuck successfully makes the 
reconnaissance, he needs to roll the dice (with the 
effect of Elf Boots on his feet, there is a 95% chance 
that he will sneak successfully. He rolls OK ...). 
Wood Chuck: Did I find anything? 
DM: Yeah, there's a huge blue scaled dragon. 
Wood Chuck: Awesome! It's happening! 
DM: Yeah. And underneath the giant Dragon, there 
are gold and silver treasures. And magic items! 
Wood Chuck: Ho Ho Ho Ho. He most certainly must 
be defeated. 
Parn: As expected, you’re a thief! 
Wood Chuck: Anyway, I come back and report. The 
contents are two points: there’s a blue dragon and 
the treasure is abundant. 
Etoh: Well, let's do it. 



 

 

 
 
Deedlit: Since the enemy is a Blue Dragon and its 
breath weapon is linear, spreading out like in Parn’s 
plan is effective. First, the spell casters (anybody who 
can use magic) attack with spells. Then the fighters 
charge from different directions and attack. 
Wood Chuck: And I’ll be hiding here. 
Parn: Idiot. A back stab (a miracle attack from the 
back, a special attack that can only be performed by a 
thief) will be possible! 
DM: Once he attacks, the effect of the invisibility spell 
will be lost. 
Parn: That's the risk Wood has to take. 
Wood Chuck: … 
Etoh: I’ll be out there exposed while I do healing. 
What’s the difference? 
Ghim: None to me. 
Wood Chuck: Well, it makes a difference to me!! 
DM: Then, you begin your assault on the dragon. First 
roll for initiative. Since it’s almost a surprise attack, 
you get a +1 bonus.  
Parn: This is it… it’s a 1.  
 



 

 

 

 
 
DM: +1 so 2. The dragon is 4 and attacks with his 
breath weapon. Deciding on a random victim, except 
for Wood who is invisible… Ghim-san! 
Ghim: Come on, come on. I was successful for the 
saving throw. 
DM: Oh, that's fortunate. The damage is only 30.  
Ghim: Geeze. My remaining H.P. is 1. 
Slayn: Next is the magical attack, isn't it? I will use the 
fireball spell from the magical power staff. 
Deedlit: I have my own fireball. 
DM: Roll for damage. There is a saving throw for each. 
Deedlit: Slayn does 27 points and I do 24 points. 
 



 

 

 
DM: OK. And the dragon had a successful saving 
throw against Deedlit, so that damage was halved. 
Continuing into the next round. The order of the die 
rolls are the same--Parn and Ghim, who had to rush in 
to attack with their weapons, have lower-initiative, so 
the magic attacks happen first again. Oops, the 
Dragon also gets a regular attack without breath. 
Slayn: Magic Missile. The damage is 9. 
Deedlit: I use Mirror Image and call forth a flame from 
my sword and thrust it at the dragon. Both images hit. 
Parn: Ranged attacks are for wusses. Let me at him! 
DM: Melee combat. Let's take a look at the Dragon's 
attack. 
Wood Chuck: Wait a minute, my initiative is 7 (6+ 
dexterity bonus 1) for my backstab. 
DM: Oops, I forgot. So, did you succeed? 
Wood Chuck: Of course. The damage is 4 times 8 hit 
points! 
DM: Oh, so 56 damage (the dragon only had 60 HP, 
it’s down to 4). Alright, the dragon counterattacks. 
The left claw goes for Ghim, the right claw swings at 
Parn, and it bites Parn! Miss, hit, hit. A total of 20 
damages to Parn. 
Parn: Finally, my turn --- Okay, both of them are hits, 
the damage is... 
DM: It’s enough. The dragon rises up and then falls at 
your feet. 



 

 

 
Slayn: Oh, yeah! Play-ah, play-ah, dragon-slay-ah! 
 

By this point, the characters have a lot of 
experience and have improved their levels so that they 
can take on something like this blue dragon. A 
scenario should build up to a confrontation with a 
dragon or other major creature to showcase the effort 
the characters have put in. The game is called 
"Dungeon's & Dragons" after all and there is a certain 
expectation by the players that a dragon will appear 
in the end.  
 

But on the other hand, it is important that this 
does not happen to early or too often or the 
excitement (and value) of the experience will diminish 
for the players and the dungeon master. (This time it 
was the final note at the end of the series!) 
 

By the way, a terrifying story about Dragons 
can be found in the novel "Dungeons Years" (Fuji), 
which uses the setting of "D & D". You can find it by 
reading the publication schedule in late March at the 
library. It is scary and funny and is a must read for 
anyone who plays "D&D". 
 
 
 



 

 

 

 



 

 

 

 
 
DM: Well, you passed through the great tunnel of the 
Dwarves and walked for about half a day until you 
arrived at Wart's House. The mansion is an old tower, 
and it has a distinctive style. There are double iron 
doors at the base of the tower, and each door has a 
knocker shaped like the head of a dragon. As you 
approach, the doors open with a squeaking noise. 
Parn: I'll be on the alert for the time being. 
DM: The inside of the tower is lit by windows. A spiral 
staircase extends up along the inside of the wall, and 
you can also see a staircase leading into the ground. 
Slayn: Let's listen for voices, please. 
DM: (playing the scene dramatically) You hear voices 
from above. You feel you should go up quickly. 
Parn: Well, let's climb the stairs. 
DM: When you go to climb the stairs, they carry you 
up without effort like an escalator. Then, when you 
reach the top, there is a door there, and it opens by 
vanishing into thin air. 
Etoh: Is he showing us his power? 
Wood Chuck: Or he’s just very lazy. 



 

 

 

 
 
DM: Ah, hey ... Anyway, inside is the room of a 
magical sage. You don’t know what most of the items 
are, and the books are tightly packed. There is a table 
in the middle of the room, and there are two people 
here. One is an elderly man, and you recognize the 
other one. A woman in her twenties. 
Parn: Karla is here?!? 
DM: Exactly! 
Etoh: This is terrible! It's a trap. The two are a team!! 
Parn: Excuse me, I'll use my sword to master them. 
DM: Wait a minute, wait a minute. Don't do anything 
till you listen to the story to the end. 
Deedlit: Yes. 
 



 

 

 
DM: Carla opens her mouth. “I'm sorry. My 
subordinates were strong, but you were stronger than 
I expected. Perhaps you are strong enough to decide 
your own fate. I accept your challenge. I have survived 
a long time. At this moment, I would like to show you 
a map. 
Slayn: We accept. Thank you. 
DM: Karla continues talking. “Do you remember the 
place where you defeated my subordinates? If you 
can remember it, I’m considering bringing them back 
to life. They may have failed their mission, but they 
are important comrades. I cannot just leave them as 
they are.  
Slayn: Those people are… 
Etoh: Stupid, she’ll just bring them back to life. I hurry 
and press Slayn’s mouth shut before he can tell her. 
Slayn: Mmmph… 
DM: “Well, if you won’t tell me…” She looks at Parn. 
Parn: You can kill me if you want, villain, but I’ll never 
tell you!  
DM: Parn, roll for a saving throw. 
Parn: What happened? 
DM: Karla smiles and says, “Thank you for your 
thoughts.” 
Slayn: ESP! She read your mind, Parn. 
 
 



 

 

 

 
DM: The woman rises and says, “I'm leaving. My talk 
with Wart is over. It was nostalgic talking about Fahn. 
I won't fight on the side of Marmo's army myself, but I 
don't mind fighting. By the way, goodbye, Wart. I 
enjoyed seeing you again for the first time in such a 
long time.” She stands up elegantly and vanishes. 
Now it is just you and Wart. 
Parn: Okay… I'll break the ice. I ask about his 
relationship with Karla. 
 



 

 

 
DM: Hmmmm. After a moment, Wart replies. “I knew 
Karla in days long past. We were once adventurers 
like you. But back then, Karla was not the beautiful 
lady that you see now.”   
Etoh: What is Karla? 
DM: I don't know what she is. That is to say, Karla is 
not a human being. No, it is correct to say that she 
once was a human being, but she is no longer human. 
Etoh :? 
Parn :? 

Slayn:   

DM: (They are so stupid!)… “Okay, I’ll tell you the 
story of Karla. You have the right to know because 
you made it through the tunnel of the dwarves. But 
know this, each person only gets one question. You 
will be charged for any other questions. Don't panic, 
it's not money. I have more than enough in the 
basement of this place. If you want it, you can take it 
for yourself. However, there are a lot of monsters 
guarding it... anything you desire, treasure, 
knowledge, wisdom, ho, ho, ho.  
Etoh: I’ll ask the same question. What is Karla? (He’s 
above Slayn as a sly magician) 
DM: Oh, that's right. Karla’s story. By the way, this 
counts as your question.  
Etoh: All right. 
 



 

 

 
DM: “Karla was once a magician such as myself. And, 
as a magician, she wished for immortality. However, 
the perfect technique of living forever is not possible 
for mortals. So Karla created a circlet with her great 
magical power (a ring that fits around the forehead), 
and sealed within it her own life force. That was 
around 500 years ago. By possessing the bodies of 
those who wear the circlet on their forehead, Karla 
has continued to exist, moving from person to person. 
Slayn: Hey, I have a question, what is Karla’s plan? 
DM: Answer: she wishes to balance all things. If either 
good or evil becomes too powerful, Lodoss will be 
destroyed. So both good and evil must be destroyed 
until balance is restored. This time, the life of King 
Fahn of Valis is the target. This is because Fahn united 
the nations of Lodoss, advocated cooperation 
between the royal kingdoms, and set up a round-table 
for the kings. In order to overcome this, Marmo 
attacked Kanon by lightning attack and occupied that 
royal kingdom. The battle between Emperor Beld of 
Marmo, Valis, and Flaim will continue until balance is 
restored. 
Etoh: That story wasn't clear at all. 



 

 

Parn: How can we defeat Karla? 
DM: Hmm. I doubt she can be killed. Karla is 
protected by a spell that redirects damage back on 
the attacker. You could not kill Karla, and escape from 
the effects of that magical protection. 
Wood Chuck: This Circlet is a great item! 
Ghim: By the way, who is the person that Karla is 
currently inhabiting? 
DM: I’ll try to answer your question. You've heard the 
rumors, she’s a missing priestess. She's a high-level 
cleric in her own right, so Karla is pretty powerful 
right now. It’s going to be very difficult to defeat Karla 
in her new form. 
Slayn: She’s cute, isn't she? Let's rescue her. 
Parn: Alright, it’s decided. We will defend King Fahn 
and fight Marmo. Then, when the battle is over, we’ll 
return and confront Karla and save the poor priestess. 
The name of the hero history will remember is… oh, 
it’s me! 
DM: Wart is laughing. “If you want to save the life of 
Fahn you’ll have to hurry. The day of the decisive 
battle is near. Look at the table.” 
Slayn: We look at it. 
DM: Looking at it, you see five gold dragons with 
riders on their backs flying in the sky. Then, the image 
of the changes so that it is a battlefield against a 
setting sun.  



 

 

 
DM: Wart says quietly, “These are the dragon 
warriors of Moss. It is said that Moss has also risen.” 
Parn: Then we should hurry.  By the way, why aren’t 
you fighting too? Why won’t you use your great 
power for the sake of justice? 
DM: I cannot. For the sake of balance, I must be 
responsible. Like Karla I will not participate in the 
fight. If I were to take the side of Valis, Karla would be 
on the side of the Marmo. 
Parn: Geez! 
Deedlit: It doesn't matter whether he’s taking a side 
or not. We have to hurry back to Valis. We don't have 
the wings of a dragon. We only have two legs. 
Etoh: It's a terrible revelation. Alright, let's get back to 
Valis as soon as possible. Then, defeat Marmo's army 
and expel the evil forces. 



 

 

 
Parn: And I'm going to be a hero by destroying Karla! 
Ghim: Hmm, my chest is throbbing. 
Slayn: I know we can do it. 
Wood Chuck: (I need to think about this). 
DM: Well, if you’re in a hurry to get back, then OK. 
When you come outside, it's getting dark. The 
western sky is bathed red like blood by the setting 
sun. The body of the dragon is no longer here and it’s 
as quiet as the dead. Suddenly, you see something 
shining in the sky. 
Parn: What is it? 
DM: Two or three huge meteor-like things fall in the 
direction you’re headed. Do you know what they are, 
Slayn? 
Slayn: Perhaps the ultimate magic, the Meteor Storm. 
DM: I don't know if that's true or false. But, it seems 
certain that it is a sign of something big. 
Parn: This is great, we have to hurry. Alright, it's a 
forced march tonight! 

 



 

 

 
This is the end of the journey, and the 

beginning of a new adventure. There is no talk of rest 
for the brave heroes who have survived another day. 
They rush to the battlefield of Valis at full speed, 
cutting through the darkness of the night. No one 
knows what lies ahead for the six brave heroes. 
(End) 
 
 
 
 
 
 
 
 
 
 
 
 
 
 


